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Nintendo is finally ready to unveil its 
long-awaited first-party GameCube 
games. First up: Super Mario Sun- 
shine and Metroid Prime! Here's an 
insider's look. 
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it’s Time To 
(First) Party! 


Both Nintendo and Sony have built 
reputations of sorts for their first- 
party software: Nintendo for creating 
classic franchises, Sony for not having 
many. What a difference a generation 
can make. 

Sony is reaping the benefits of a 
commendable effort to recruit a solid 
stable of game developers. Naughty 
Dog kicked things off last year with 
Jak and Daxter. But in 2002, brand- 
new gamer-makers like Sucker Punch, 
established players like Zipper Inter- 
active, and European go-to Sony Com- 
puter Entertainment Europe (SCEE) 
are all producing intriguing games 
like Sly Cooper and the Thievius 
Raccoonus, SOCOM: U.S. Navy 
SEALs (which also kicks off Sony's 
PS2 online gaming), and The Get- 
away and Primal respectively. You 
can study these games in the Sneak 
Previews section of this issue. 

Everyone is wondering where all 
the GameCube games are, and in fact, 
you could argue that the fate of the 
GameCube rests on the formidable 
shoulders of the classic Nintendo 
titles. This issue, you can check out 
Super Mario Sunshine and Metroid 
Prime, two games that require no 
introduction (so rabid is Nintendo 
fandom). And these are but precur- 
sors to an exciting array of first-party 
titles, including Star Fox Adventures, 
1080° Snowboarding, Mario Kart, 
and, of course, the long-anticipated 
Legend of Zelda. 

Nintendo and Sony both have 
something to prove this year. Sony 
wants to show that it can maintain 
a fleet of quality first-party games; 
Nintendo that it’s still got the stuff. 


And GamePros everywhere can 
hardly wait to find out. 


The GamePros 
Oakland, CA 
letters @gamepro.com 
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I just got through reading FatSheep6’s thoughts on 
the new Zelda for the GameCube (page 22, Decem- 
ber 2001). He doesn’t like the way the new Zelda 
looks, and part of your response to him was, “Is this 
your game? Nope-it belongs to Shigeru Miyamoto” 
Do you guys really need to be reminded of who 
pays for the games? If we (by we, | mean myself, 
FatSheep6, and all other consumers) don’t like the 
way a game looks, we won’t buy it. So we should, 
and do, have a say in the way a game is made. 
Of course, | can’t speak for 100 percent of the 
fans, but | haven’t talked to anyone who likes the 
new Zelda. it may be Miyamoto’s game, but it’s 

our money.... 


» Domino2448-Via Internet 


Fair enough—it definitely is your money 
and you, as a consumer, have the right to 
spend it on whatever you want. But this 
is a creative product, not a restaurant 
where you place an order. Do you, as a 
consumer, have enough information to fairly 
judge this game, yet? Maybe by the time 
you read this letter, some solid infor- 
mation and clear screen shots will have 
been released as a result of E>—but 
none of that stuff was even remotely 
available when the complaints 
started pouring in last fall. There 
just doesn’t seem to be much sense in com- 
plaining about the way a game looks when you 
haven't really seen it yet. Miyamoto has done 
some incredible games in the past, and it’s 
not fair to the guy to make up your mind 
about his next release before it’s any- 
where near done. After The Legend of 
Zelda arrives, if you really don’t like it, 
hey, don’t buy it—your message will 
come through loud and clear. But you should 
at least wait until you’ve seen it for yourself 
before you decide. 


I didn’t like what | read about Final Fantasy XI in 
issue 159. In the article, Tokyo Drifter said that FFX! 
is going to be an online game! Why?! I have been 

playing Final Fantasy games since they were avail- 
able on Nintendo systems-—they are the best games 
ever made. What gives Square the right to put them 
online? Final Fantasy games have always been 

one-player games, so why are they trying to act all 


Shenmue now? | personally think that online games 
suck! It’s just like having to pay for the game and 
the server—where is the justice? FF games should 
remain the same, and if they want to make an on- 
line game, it should be a different version of the 
game, like Final Fantasy Tactics was. If at all possible, 
Square should keep Final Fantasy games the way 
they are intended to be. 

» Moses Jaramillo—Denver, CO 


Square is not alone in believing that the future of video 
games lies in online play—interaction between players 
on a country-wide if not global scale has been an industry 
goal for some time now. Square is going to be one of the 
first companies to really test the waters. Tony Hawk’s 
Pro Skater 3 supports Internet play on the PS2, and 
Sony is revving up its own massively multiplayer RPG, 
EverQuest—online gaming is definitely on the rise. So 
what's wrong with taking Final Fantasy online, anyway? 
Think about how interesting and social a multiplayer 
Fantasy could be, and how gaming in general could 
benefit from it in the long run. With a history marked 
by high-quality, innovative games, Final Fantasy XI! could 
turn out to be Square's smartest and boldest move yet. 
Guess we'll all know soon enough. 


| was just wondering how long we GameCube own- 
ers have to wait for new, cool games? The system’s 
new, but Nintendo has to speed it up. ! am 

still waiting for cool games 
like Max Payne, Grand Theft 
Auto Ill, and Metal Gear Solid 2. 
We don’t need games like 
Super Smash Bros. Melee and 
Luigi’s Mansion. | mean, where’s 
the challenge? All the cool games 
are for other systems. | am a huge 
Nintendo fan, but come on. So can you 
tell me if you guys know if new “cool” 
games are coming out? 


» Richard Sanchez— 
West New York, N.J. 


Cool is, of course, entirely a matter of 
opinion. The three “cool” games you 
name are all Mature-rated, so maybe 
you're not looking for cool games so 
much as adult-oriented ones. If that’s 
how you define “cool,” watch for 
edgier titles like Resident Evil and 
Eternal Darkness to show up 
= soon; the rest of Nintendo’s 
lineup will be revealed shortly. Or, you know, you can 
buy a PS2 since that has all three games you want. 
Remember — it's all up to you. 


Okay, this has been on my mind for a while. 
There’s an Internet rumor that says there’s going 
to be a PlayStation 3. If it’s true, how come y’all 
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never review it? It would be nice if y’all showed us 
a picture of it and told us what year it’s coming out. 


> Elbert Dockery—Chicago, IL 


Actually, we did—but we did it so early, nobody noticed. 
Grab your November 2000 copy of GamePro (which, of 


course, you have sealed in a special little acid-free baggie) 
and turn to page 34. You'll see the story called “Shh! 
Sony's PS3 Prototype.” Thanks to our inside contacts, we 
were the folks who confirmed the PS3’s development— 
it's our story that started the Internet rumors moving! 
We can’t review it because it’s not done—it’s still very 
much in the building stages and will be for a few more 
years. Don't expect Sony to say anything official about 
the machine for some time, and don’t expect to see it 
actually come out until 2004 at the earliest, probably 2005. 
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The other day in school, | (a faithful GamePro 
reader, follower, and fan) was in the library reading 
the latest issue of GamePro. | was blubbering over 
the fact that Nintendo halted production of the Nin- 
tendo 64 and its software when my friend Nicole 
overheard my loud whines and cries. She informed 
me that not only is Sonic Adventure 2 coming to 
the Nintendo 64, but that Nintendo is continuing 
production of the five-year-old platform. Is this 
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This is your magazine, so tell 
us what you'd like to see in it. 
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true, or is my friend incorrect? If she is incorrect, 
rest assured | will buy her a subscription to 
GamePro. 


» Bobby Texel—Wantage, N.J. 


Bust out the “bill me later” subscription card, Bobby — 
you're correct. Nintendo 64 has officially ceased pro- 
duction, and there are no more new games planned for 
it. Sonic Adventure 2 did come out for the GameCube, 
so maybe that’s where your friend got confused. The 
next Sonic game is coming out for seemingly every plat- 
form BUT Nintendo 64; we'll have more info on that 
shortly. And Nicole? Welcome to the GamePro family! 


Do you have any other way to get Sonic or Tails in 
Super Smash Bros. Melee other than getting 20 
KOs with one character? 


» Cameron Thompson—Des Moines, IA 


Nope—and the technique you describe doesn’t work, 
either. Alas, Sonic and Tails are not—we repeat, NOT— 
secret characters in Super Smash Bros. Melee. It was 
another magazine's idea for an April Fools’ joke, and it 
has backfired to the point where we have to step in 
and tell the truth. Now that you know, the only logical 
thing to do is never read any game magazine other than 
GamePro for as long as you live. Pass it on. 


ageee 


We cannot publish all letters and 
e-mail messages, and we cannot 

send personal replies to all your 
letters or e-mail (though we try). 


| NA Alex Gracey—Johnstown, PA 
\eN 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. We will accept 
color photocopies or digital scans. 
Send to artattack@gamepro.com. 
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7 _ Everybody has to stop to eat sometime, But even as your body refuels, | 

| d, ar f the fun you'll WAL 
have the next glorious moment you can get the controller in your hands. ALWAYS 
You'll find game power like this in Nintendo GameCube!" now at Wal-Mart. 
We’ve got all the games you’re hungry for and Every Day Low Prices that 4) 


will have you coming back for seconds. _ 
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your favorite game plays on in your mind, an omen 
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\ As Alice Cooper once said, school’s out for summer, and the Watch Dog 
knows that some of you are in front of the TV instead of enjoying the beauti- 
ful weather. Ordinarily, the Watch Dog would say, “Shame on you,” but he 
too is lodged between TVs and computers all day so he can offer some more 


maintenance tips for nostalgic game fans and, thanks to your letters, learn a little bit 


about third-party controllers...and the people who love them. 


| own both the NES and SNES systems as 
well as most of the greatest RPG games 


ever to come out for both systems. Some of the 
games that | have need new batteries, and | would 
like to know how | could add a new one to the 
game pack. | have the tools to open the game 
cartridges, but | don’t know how to remove the 
battery from the game. What do | need to remove 
the battery, and can | change it on my own? 
JOSE PERALTA—VIA INTERNET 


ory cards many cartridge games contained 
internal save batteries that enabled players to save 


For readers not in the know, before mem- 


game progress without having to enter a password. 
The first Legend of Zelda for the NES, for example, 
used this technology. Interestingly enough, a save 
battery keeps the game powered on a very low 
level even when it’s not inserted in the console, 
which is how it is able to save the information. 

The average lifespan of a save battery is approx- 
imately 10 years, and once its charge runs out, 
you cannot save your game progress—which 
will render your RPGs nearly unplayable. You 
can change a game's save battery yourself using a 
3.88mm security bit screwdriver to open the car- 
tridge, along with a soldering iron and an X-Acto 
knife to remove and replace the battery, though 
the procedure is a risky one. Not only do you 
risk injuring yourself with the soldering iron and 
blade, but you can very easily damage the game 
cartridge as well. If you do want to try replacing 
the battery yourself, there’s a great walkthrough 
available at db.gamefags.com/console/misc/file/ 
battery_replacement.txt. We would not recom- 
mend that younger gamers try to replace their 
save batteries without close supervision and assis- 
tance from an adult. 

You can also send NES and SNES cartridges to 
Nintendo for a cleaning and battery replacement, 
which is your safest bet, though cost-prohibitive 
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if you plan on changing the batteries of 
multiple games. Replacing the battery of an 
NES game will run you $10 plus shipping, 
while a SNES game will cost $15. Nin- 
tendo will replace only the batteries of 
Nintendo-made games, and not games 
published by third-party companies. If 
another company published your car- 
tridge, you can find their contact informa- 
tion at Www.nintendo.com/corp/companies/ 
licensees/licensees.html. The name of the company 
appears on the box and the label of the game. 
If you want to get your cartridge repaired or re- 
placed, and it was made directly by Nintendo, 
call 800/255-3700 to arrange it. 


could play. | have Smash Bros., Gauntlet, and Agent 
Under Fire. The G3 controller works fine with the 


| just bought the GameCube and purchased 
the Pelican G3 controller so my friends 


first two games, but it does not work at all with 
the James Bond game. Have you heard this before? 
Is there anything | can do besides return this con- 
troller and get a Nintendo controller? Thanks. 
DAN SCHWIMMER—VIA INTERNET 


We've heard of this problem, and there is 

in fact a compatibility problem between not 
only the Pelican G3 controller and Agent Under 
Fire, but also Nyko’s Star Pad and InterAct’s Super- 
Pad. We spoke with representatives from all three 
manufacturers, and according to Pelican: “The 
problem is that all other GameCube games run 
at a communication protocol speed (the commu- 
nication speed between the controller and the 
game software) of 900 milliseconds, whereas the 
communication speed of Agent Under Fire is al- 
most double of that. The chips of our controller 
and other third-party controllers weren't able to 
handle the speed because we didn’t get the speed 
communication specifications from the publisher. 
Fortunately we, among a lot of other manufac- 
turers, utilize a parallel manufacturing process 
where we'll produce two different chips in two 
different factories to keep from running into a 
problem. The chips from one of the factories did 
have the compatibility problem, but not the chips 
from the other factory, and the majority of those 
“other factory” chips were used for the G3. Since 
less than 20 percent of our controllers have this 


At GamePro, listening is what we do best. When you 
have a problem with a product or feel you’ve been 
ripped off, we want to know. Write to: 


GamePro’s Buyers Beware 
P.O. Box 22210, Oakland, CA 94623-2210 


Or e-mail us at: 
buyers_beware.gamepro@gamepro.com 


problem, we didn’t recall them from retail stores. 
Customers who have this problem can contact us 
at 800/331-3844 for a replacement controller or 
a dongle adapter, which will enable their current 
controller to work with the game.’ 

When we spoke with Nyko, a contact re- 
sponded: “We have put a hold on all controllers 
and are modifying them, though the ones in 
stores are not being recalled. Usually publishers 
will test compatibility with third-party controllers, 
but the publisher made this game to work only 
with Nintendo controllers, and never approached 
third-party manufacturers nor tested it with third- 
party controllers. This is the only game we've had 
problems with. Any of your readers who are hav- 
ing problems should contact us at 888/444-NYKO 
for a replacement.” 

According to InterAct: “We produced two 
different SuperPad controllers. When we first 
launched it, we sold out so fast that we had to 
produce more in a different factory in order to 
keep up with the demand. That controller’s micro- 
processor could not keep up with the communi- 
cation speed of Agent Under Fire, and about 
12,000 of the 150,000 controllers we produced 
were produced in this factory. Consumers should 
call InterAct’s customer service at 410/785-4064 
to receive a new controller that will work with 
Agent Under Fire.” 


The Watch Dog adds: Usually game publishers will 
supply third-party manufacturers with complete 
game specifications, if not test the game with third- 
party controllers, but not so with Agent Under 
Fire for the GameCube. So why didn’t EA test 
the game with third-party manufacturers? Well, 
according to EA Technical Support, “Our games 
are only tested with and support Nintendo-made 
devices and peripherals as directed in our licens- 
ing agreement with Nintendo.’ 


YOU MAKE THE CALL 


Having problems with hardware or software from 
Sony, Nintendo, Microsoft, or Sega? Here 


are the customer service numbers to call: 


Sony: 800/345-7669 
Nintendo: 800/255-3700 — 
Microsoft: 800/469-9269 
Sega: 800/872-7342 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 


“The Fellowship of the Ring” interactive 


hh 2002 Vivendi Universal Games, Inc. All rights reserved. The Tolkien Ente 
the characters, events, items, and places therein are trademarks or registered trademarks of The Saul Zaentz Company dba 
the Xbox logos are either registered trademarks of Microsoft Corporation in the U.S. and/ re U 
trademarks of Sony Computer Entertainment, Inc. Nintendo, Game Boy and Game Boy Advance are trademarks of Nintend 


with “The Lord of the Rings,” “The Fellowship of the Ring,” and 
ar license to Vivendi Universal Games, Inc. 
or other countries and are 


. Microsoft, Xbox, and 
Microsoft. “PlayStation” and the “PS” Family logo are registered 


PlayStation 2 and Xbox drop to $199; GameCube goes to $149 

How fast does the video game industry move? So fast that the biggest E? announcements couldn’t wait for E* to 

begin. A week before the Electronic Entertainment Expo got underway, both Sony and Microsoft announced that 
they were lowering the prices of their respective consoles to $199; Nintendo responded in short order by reducing 
the GameCube to $149. 


un _ — - Sony struck first on May |4—confirming what many gamers had hoped and what several industry watchers had 
long suspected—as the PlayStation 2 was immediately lowered to $199. Several analysts had predicted a drop in 
PLU Mi Vi ET September, but SCEA President Kaz Hirai told Reuters, “This way we can have some time so we can plan out the 
rest of the year with our retailers.” Additionally, Sony lowered the price of the 8 MB memory cards and the Dual 
Shock 2 controller to $24.99 each (down $10 for both), the PS one to $49 (from $99), the PS one Dual Shock con- 
trollers to $19 (down $10), and the combination pack of the PS one with LCD screen to $149 (originally $199). 
Hirai also said that PlayStation 2 software pricing may also receive ‘an aggressive look’ in the future. 
The United States was the one territory where the PlayStation 2 had not already been discounted. Prices were 
lowered late last year in both Europe and Japan, but with the American announcement, Sony cut the machine one bit 
further in Japan to 29,000 yen (about $235). Sony recently announced that it had shipped 30 million PlayStation 2 


NEWS BITS 
carer olor aN men MURR consoles worldwide. 


GTAIII Sequel : It didn’t take long for Microsoft to counter with a price drop for the Xbox—the announcement was made the 
Announced 
Grand Theft Auto Il, 


last season's best- 


next day, May 15. Like the PS2, the Xbox has also seen recent price cuts in Europe (a move that sparked sales), so a 
drop in both the Japanese and U.S. markets was expected. The U.S. price went to $199, the Canadian price to $299, 


selling PlayStation 2 and the Japanese price to 24,800 yen (about $195), about 5000 yen less than the PS2’s adjusted price. Microsoft says 


game, has a sequel in it is on track to ship 3.5 to 4 million Xboxes by the end of June. 


development. Grand SN —_ text Nintendo waited until May 20 before enacting its own inevitable price cut, taking the 
Theft Auto: Vice City Bes if 7S DVD-less GameCube from a now-matched $199 down to $149. The GameCube controller’s 


will be set in the 1980s, E= 2 Aaa 7 price was also dropped $10 to $24.99, while the upcoming wireless 


and it promises to retain all the Mature- ’ ; 
P : : Wavebird controller will run $34.95 at its launch in late June. As 


rated action of its predecessor title, ‘ ' ; 
of late May, Nintendo reported that it had shipped 
although this one will take place in a 


fictional tropical setting. Vice City will 4.5 million GameCubes worldwide. 
be released on October 22 exclusively 


for the PlayStation 2. 


EverQuest Il: Electric Boogaloo ( it ; The price is light as the PS2 and Xbox 
Well, okay, maybe not on the subtitle, but | pM ] each shed 100 big ones, while the 

Sony has announced a full-on sequel to the GameCube drops 50. 
leading online RPG. EverQuest II will be built 


around a new 3D engine, so players can ex- 


pect a major graphical overhaul. Citizens of 


ieemeememes CELEBRITIES STEP UP TO THE GAMING MIC 


ride horses, become craftsmen, and enjoy 


both a revamped class structure and a new For all the talk about the marriage of Hollywood and Silicon Valley, celebrity appearances have been on 


quest system. The game is slated to ship in fa % =D ia the wane in the recent past. Remember Bruce Willis starring in Apocalypse for the PlayStation? 


winter 2003. eS re - > i ; Neither do a lot of other people. But this year’s E? offered several high-profile stars getting their 


Activision Lands Z-Axis ee pod . game on in some surprising ways. 
Further solidifying its position as the strongest Les, Kingdom Hearts, Square's PlayStation 2 action RPG created in collaboration 
publisher of action-sports titles, Activision has... Es i Mi, & with Disney, features a surprisingly impressive list of famous vocal talent. Haley 


acquired the developer Z-Axis. Z-Axis had 4 P iy if ' Vi = Joel Osment, best known for his work in The Sixth Sense and A.I.:Artificial Intelli- 


revi svelope ave Mirr , ; 
nat ail seo ae sat . ie vide gence, will provide the voice of Sora, the game’s hero. David Gallagher (Seventh 
reestyie an ressive iniine tor 
i. ag oo and Becuuy Heaven) and Hayden Panettiere (Ally McBeal) will play his friends Riku and Kairi, re- 


bar Revclcehar Ganies. 7 Acie ig Acivigions spectively. Other voice talent tapped for the game includes Sean Astin (Sam from Lord 


fourth acquisition in seven months. ie om ee of the Rings), Lance Bass (from *NSYNC), Angel star David Boreanaz, Mandy Moore, 


Infogrames Buys Shiny Me, = 2 Bi and Christy Romano. The Disney characters, of course, will be voiced by the original 


Interplay’s financial troubles have led to the 
sale of one of its prized possessions: Shiny ea or} Meanwhile, rainbow-haired No Doubt lead singer Gwen Stefani will lend her distinctive 


film voice actors. 


Entertainment, the developer responsible 4 - vocal talents to Sierra’s forthcoming Xbox/PS2 action/adventure Malice. She'll be the voice 


for Earthworm Jim and MDK, among | 2 a of Kat, the feisty red-headed teenage girl who wields a giant hammer through the game's 


Oeiee giinies, nfterames acquired Siey 22 levels. Fellow band members Tony Kanal, Tom Dumont, and Adrian Young are slated 


for a reported $47 million, and Shiny 
iy to cameo in other roles, and the game will feature three songs from the band as well. 
founder David Perry will remain with 


the studio as its president. Shiny is Not to be outdone, The Rock will lend his voice to reprise his role as The Scorpion 
currently working on games based \ King in Universal's game based on the film of the same name. The 3D action/adventure 
on The Matrix, the first of which is if mis a prequel to the movie, spanning |2 levels and featuring 20 different enemies. It’s 


slated for release in May 2003. ee a» ey " coming out for GameCube and PlayStation 2. 
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Mim oe, 


“The Fellowship of the Ring” interactive game © 2002 Vivendi Universal Games, Inc. All rights reserved: The Tolkien Enterprises logo, together with “The Lord of the Rings,” “The Fellowship of the -Ring;” and the characters, events, items, and places therein are trademarks or registered trademarks of The Saul Zaentz Company dba Tolkien-Enterprises under license to Vivendi Universal 
Games,-Inc. Microsoft, Xbox, and the Xbox.logos are either registered trademarks of Microsoft Corporation in the U.S. and/or other countries and-are used under license from Microsoft. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment, Inc. Nintendo,.Game- Boy and Game Boy. Advance-are-trademarks of Nintendo .©.2001 Nintendo 
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STATIC 
son Skies Xbox...Crim- 


son Skies Xbox...WWhen Sony 
demoed SOCOM, the audience 


was told to listen to how voice chat 


could enhance gameplay. Even though 


there were |6 people playing, none of 


PoZ, Xbox, and GameCube to launch online play this fall the players ever uttered a word. * One 
About a week before E?, Nintendo announced its plans for the GameCube’s online connectivity with a simple press thing you can say about Sony’s press con- 
release and very little fanfare. The company plans to release both a dial-up v.90 modem and a broadband connector this ference: It may have been early, it may have 
fall, retailing for $34.95 each. Both adapters can plug into the base of the GameCube. been disorganized getting in, and it may 

“Nintendo is known for great gaming, and our first priority is to continue that legacy,” said Satoru Iwata, Nintendo's have been self-serving—but at least there 


director of corporate planning in a press release. “Game content developed with that sole mission will enhance the were no fanboys screaming and yelling every 


. . ° ” 
joy of video gaming. time something mundane was announced, 


The true joy for publishers, however, is that Nintendo will not charge them a royalty on online games they which is pretty much what happened at Nin- 


release. The potentially lucrative exemption is a financial incentive to kick-start what is essentially still a niche market, ae ; : 
tendo and Microsoft's media events. They're 


so that it might gain steam in the mass market. The first announced game to take advantage of the new hardware is 
press conferences, not pep rallies, folks—-stop 


Sega’s Phantasy Star Online Episode | & II, which was playable micldng the audience with enplovess: Oops 


at E?. Nintendo is working on several online games internally, 

é Y Sony announced Soul Calibur 2 as a PS2 exclu- 
but did not show anything to the public. 
sive. Guess they should have asked Namco 
While Microsoft has always touted broadband-only online | 
3 first—one Namco employee was heard calling 
gaming as a key element of the Xbox, at E* the company finally 
, i 2 : : ; : ; ‘ the office immediately after to find out who 
unveiled Xbox Live, its online gaming service. Microsoft itself will 
' Id Sony that it was all theirs. Sur h, 
own and operate the servers behind all Xbox Live gaming, and Re Sony Sak Ce a ee ae ae 


just a few hours later, Nintendo said SC2 was 


publishers will only have to make their games compatible with 


= , — , coming out for the GameCube, too. » The 
Microsoft's infrastructure. Online gamers will then maintain a subscrip- ng 


tion and a single account name with Xbox Live that will allow them to play all Worst Actor award goes to everyone in Nin- 


Xbox online games. In addition to high-speed Internet connections (cable modem, tendo’s Animal Crossing video, which fea- 
c= an inte RO RT DSL, etc.), a key component of Xbox Live will be the Xbox Communicator, a tured annoying, plastic kids talking directly 
Microsoft displays the most enthusiasm 


for online gaming—perhaps because the headset microphone that plugs into the controller’s memory card slot and enables to the camera, faking enthusiasm, and mug- 


Of the three console manufacturers, 


BROKE ROREDBNG-OMYPEENCMMEE POPE =H ies chat during gameplay: ging incessantly. Any promotional film that 
is built in. PS2 and GameCube 
owners will have to buy an Unreal Championship, NFL Fever 2003, Phantasy Star Online 2, Tom Clancy's ends with kids saying, “Run!” halfheartedly 


add-on online adapter. 


Ghost Recon, MechAssault, Whacked!, and Midtown Madness 3 will as they scamper away from Mom in 


all be playable online in time for the Live launch; other games a banana costume is just doomed. * 


in development that will support Live include: Star Wars Cutesy action/adventure games are 
Galaxies, Counter-Strike, the Sega Sports series, and the new snowboarding. Blinx, Vexx, 
most notably, the next version of Halo—about which Mario, Wario, Hobbit, Ratchet, 


nothing was revealed. A starter kit for Xbox Live, includ- Sly, and what seems like 


ing the Communicator, Acclaim’s R/C racing game dc ckc aia ae cee 


ReVolt, and 12 months of service, will retail for : 
glut the market. * Pro- 


$49.95. The service was to go into beta testing ject Feo. Projece 


in early June and is slated for a fall release; re- 


portedly, 60 Xbox games that will support Live 


are in development. 
Details of the PS2’s online side had previously been announced 

(see “ProNews,” June), but Sony provided a few more intriguing tidbits 

at E?. The launch date for its Network Adapter, which will offer jacks 

for broadband and dial-up connections, is August 27, and it will come 

packed with a start-up disc with game demos and ISP software, and a 

coupon good for a copy of Twisted Metal: Black Online. Gamers will be 
able to use their existing ISP with the PS2, and Sony will not charge users 
an extra fee to play online “at first’’ Upcoming PS2 games that will sup- 
port online play include: SOCOM: U.S. Navy SEALs, Tribes Aerial Assault, 
Madden NFL 2003, Tony Hawk's Pro Skater 4, Frequency 2, and Sega's 2K3 
editions of NFL, NBA, and NCAA Football. Online games currently in develop- 


Lo cage gf a P APSF HOE 


ment include: Final Fantasy XI, Star Wars Galaxies (which will also appear on the 
Xbox and PC), TimeSplitters 2, and a surprise announcement of Resident Evil Online, for 


which no specific details were offered beyond a brief, tantalizing video clip. 
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PRONGWS 


SHINOBI 


One of Sega’s beloved classic characters finally returns to 
the gaming scene with a brand-new 3D action/adventure 
title. Shinobi follows the plight of a member of the Oboro 
ninja clan, Hotsuma (previous Shinobi star Joe Musashi is 
now history), as he must stop evil forces that have over- 


run post-apocalyptic Tokyo. 


Sure, Shinobi’s story is no great shakes, but the action 

and gameplay will be stunning. From a third-person per- 

spective, you'll guide Hotsuma through several stages 

filled with enemy ninjas, dogs, monsters, and more. Hot- 

suma will be armed with a sword, throwing stars, and magic, and will 

possess a wide range of special attacks, including combos and the ability 
to run up walls. Graphically, Shinobi was a visual feast at 
E? as the screen was packed with arresting colors and 
eye-popping special effects—including Hotsuma’s long 


THE LORD OF THE 


RINGS: tHe Two towers 


Come November, this might be the 
one game to rule them all for Tolkien 
fans. EA’s action/adventure will cover 

fents from 


16 of the greatest mofite 
the first two movies, Fe- 
plete with spectacula 
graphics that do justicé 
to the films’ style. The 
exciting, action-heavy, 
hack-n-slash gameplay 
will be backed by a tight 
control setup and minor 


RPG elements. 


AUTO MODELLISTA 


Auto Modellista will put a unique twist on the racing genre with 
saa its cel-shaded graphics and wide variety of licensed automobiles. 
Despite the game's cartoonish appearance, you'll get a true sen- 
sation of speed once you pick up the controller. Auto Modellista 
will also feature online play where you can take your custom- 
painted car and race 
against other drivers. 
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red scarf and a ghostly sil- 
houette that trailed behind 
him. Also notable were the 
brief cinema sequences that kicked in after 
Hotsuma took out multiple enemies. 
Forget about the ill-fated Shinobi Legions for the 
Saturn—this is the real next-generation Shinobi game. 
Look for Shinobi to hit store shelves sometime this fall. 


MORTAL KOMBAT: 
DEADLY ALLIANCE 


Mortal Kombat lives! The latest 
entry in Midway's classic series, 
MKDA will feature over 20 kom- 
batants, each with the ability to 
switch between fighting 

styles during a match. 

Although special moves 

and fatalities weren’t in 

the E? version, the fights 

were fast, furious, and 

bloody. Fans will be most 

pleased. “Finish him!” 
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RED DEAD REVOLVER 


Red Dead Revolver is the first spaghetti western video game: It 

will feature wide open spaces, violent gunfights, and a screaming 
music score. As the lone gunman Red, you'll take on notorious 

outlaws with your trusty six-shooter, whips, dynamite, and more. 
Aside from the single-player game, up to four wannabe cowboys 
can square off against 

each other in various 

deathmatch modes. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


RATING PENDING i 
www.midwaysports.net 


Visit www.esrb.org PlayStation.c REAL TEAMS, REAL PLAYERS, REAL ATTITUDE! 


or call 1-800-771-3772 : : 
for more info. Coming Fall 2002 rae 
ESRB GAME BOY ADVANCE PLAYERS 


NFL® BLITZ ® 20-03 C 2002 Midway Amusement Games, LLC. All rights reserved. BLITZ, MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission. © 2002 NFLP. Team names and logos are trademarks of the teams indicated. All other (NFL-related marks) are trademarks of the National Football 
League. Officially Licensed Product of Players Inc. The Players Inc logo is a registered trademark of the NFL Players. www.nfiplayers.com ©2002 Players Inc. Used by permission. Distributed under license by Midway Home Entertainment Inc. TM, (R), Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or ather countries and are used under license from Microsoft. 


GAMEPRO AUGUST 2002 


HE LEGEND OF ZELDA 


Fans of the Legend of Zelda series can finally get some sleep. No, Shigeru Miyamoto 
hasn't lost his mind, and the upcoming Link adventure is hardly the disaster that rabid 
fans deduced it would be after early screenshots circulated on the Internet. Imagine the 
play engine of The Ocarina of Time combined with gorgeous cel-shaded graphics that 
sizzle with a Tim Burton-style flair, and you'll get a rough idea of what to expect from 
this new Zelda adventure. However, some new features will be implemented—first and 
foremost will be a shortcut to your inventory (in previous Zeldas, you had to pause 


the game to access your items). 


The Zelda story this time has Link in hot pursuit of his younger sister, who has been kidnapped by a 
giant bird. All the action will be presented via a third-person perspective, and you'll use such weapons 
as swords, shields, and slingshots to defeat enemies while utilizing the familiar lock-on targeting 
system. When you aren't doing battle, you’ll solve puzzles and converse with various characters. Sure, 


this Zelda may look radically different, but just wait 


until you play it. 


SUNSHINE 


Nintendo's prized mascot, Mario, 
finally gets his own GameCube 
adventure. Super Mario Sunshine 
finds the mustached plumber 
framed as a graffiti artist, 

and to clear his name, he'll 

have to wash away stray 
markings with his trusty 

water pack. Sunshine’s 

gameplay will be similar 

to Super Mario 64's, but 

the water pack will add 

depth and strategy. 


RESIDENT 

EVIL ZERO 

The E3-crowd-pleasing 

Resident Evil Zero is the 

prequel to the original 

Resident Evil, and upon 

its October release, it 

will tell the story of kK 
Rebecca Chambers. Zero will fea- 
ture a few key innovations: There 
will be no item chests (you can 
drop items anywhere you want), 
and a “partner zapping” system 
will allow you to switch between 
Rebecca and another character, 
Billy Coen, on the fly. 


METROID 
PRIME 


It took a long time, but 

Samus has finally re-entered 

the video game universe. 

Unlike previous Metroid 

games, Metroid Prime will 

be presented via first- 
person view. Playing as the famed 
galactic bounty hunter, you'll ex- 
plore the colorful planet of Tallon 
IV and use such familiar Metroid 
weapons as the wave, freeze, and 
grappler beams. Metroid Prime 
will be released in November. 


| GODZILLA: pestroy aLt MONSTERS MELEE 


This promising fighting game is primed to give Godzilla the royal 
treatment he deserves this holiday season. Squaring off as one 
of 14 monsters (Mechagodzilla, King Ghidorah, and more), up 
to four players will battle on one screen in 10 cities ranging from 
Seattle to Monster Island. The action will be fun and accessible, 
the graphics eye-popping, ' 


B and the richly detailed 


cities impressive. 
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HE WAS UNDEFEATED. 


HOW WILL YOU CARRY ON HIS LEGACY? 


BRUCE LEE 


QUEST OF THE DRAGON 


et. 22 re 
= 


For the first time ever, you can fight as the one and only Bruce Lee. In Quest of the Dragon, motion 
capture technology authentically recreates more than one hundred of Bruce’s Jeet Kune Do 
moves. Designed exclusively for Xbox, it’s an action-packed fighting game where you'll 
battle hordes of thugs in an epic struggle for survival. Get ready for a fight of legendary proportion. 


2 
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Bruce Lee: Quest of the Dragon © 2002 Universal Interactive, Inc. Bruce Lee and the Bruce Lee likeness are trademarks and copyrights of Concord Moon, LLP. Licensed by Universal Studios Licensing, Inc. 
All rights reserved. Microsoft, Xbox and the Xbox lagos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 
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Capcom's Stee! Battalion is sure to gather a lot of attention. Talk about immersive: 

Not only will this mech-combat game feature remarkable photo-realistic graphics, but it will also 

require a special 40-button controller(!) and three car-like foot pedals designed specifically for the game. 

As a member of a multinational task force whose mission is to overthrow an evil government, you'll sit in the cockpit 

of 20 different vertical tanks (VTs) for 25 single-player missions that will consume approximately 30 hours. At your disposal 

wil be a variety of weapons, including torches, rockets, missiles, and machine guns—and there will even be a couple of buttons to 

| operate built-in windshield wipers. If your VT takes too much damage during a mis- 
sion, you'll be able to bail out by pressing the last-resort “eject” button (which rests 
beneath a small plastic cover so you don’t accidentally press it). You can also topple 
your VT if you drive recklessly. 

Although the daunting controller will be intimidating at first, using it to manage the 
mech’s various functions will quickly become second nature —and will be a huge part 
of the game's fun and charm. Although Steel Battalion seems like an ideal game for multi- 
player skirmishes, it won’t support split-screen or online play. The price for the con- 
troller/game package was not revealed at E?, but the game will be released this fall. 


PROJECT EGO 


Although the RPG Project Ego 
won't come out until 2003, Peter 
Molyneux’s next game after Black 
& White was simply a stunner. Lush 
visuals will combine with a unique 
dynamic: The world and 

your character will con- 

stantly change and evolve 

as a reflection of your 

choices. Actions involv- 

ing strength (like combat) 

will make muscles bulge, 

vile deeds will have dark 
consequences, and so on. 


TOEJAN 1& EARL II: 1: ALL FUNKED t UP 


All Funked Up finds ToeJam and Earl in search of 12 sacred 
Albums of Funk on the planet Earth. During their quest, they’ll 
master Funk-Fu and battle their nemesis, the evil Anti-Funk. At 
E3, All Funked Up was loaded with color and character, and 
the two-player mode made seamless transitions between single- 
and split-screen view. 


PANZER DRAGOON ORTA 


i Back in the Saturn days, Panzer Dragoon’s dragon-themed rail 


shooter developed a cult following, and Panzer Dragoon Orta 


B evolves the concept in a way that will leave fans drooling. Due 


this fall, Orta will sport beautifully colored dragons and action- 
packed, kinetic stages with multiple pathways. Dragons will morph 
on the fly, and each form 

will offer unique abilities — 

and plot outcomes. 


T STAR WARS: 


KNIGHTS OF THE OLD REPUBLIC 


: Knights of the Old Republic will take you 4000 years into the past 
B as Jedi battle Sith in a massive war. Developed by BioWare and 
s due this fall, this promising RPG will feature rules-based com- 


bat and parties that can include nea, droids, PYCOKIEES, and 


§ more. The Force is al- 


ready strong with this one. 
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METROID FUSION _ | cASTievanie: 388280 
: aden ww VEE @ B Harmony of Dissonance is = daaesad by the same 


a" f 
RE POF When the Game Boy Advance =a 75 i ® team that created Symphony of the Night for the PlayStation. 
. 2 | was released, fans of classic 2 Mery = As Juste Belmont, you'll venture into Draculas castle to de- 
16-bit Super NES titles knew pms) «6 feat the Count and gE RBS ERTS 


it was only a matter of time at eae) 36 rescue your child- 
before a version of Metroid eke: f . By ff 2000 friend. Com- 
would be created for the sys- | tO% 2, er Bai ff pared to Circle of 
tem. The wait is over with [See eeee—e sy the Moon, Disso- 

the arrival of Metroid Fusion. [ii , vowws nance will be twice 
Samus’s Game Boy Advance debut will use the same side-scrolling as long and feature 
2D play scheme as its predecessor, Super Metroid, but with a brand- more magic and 

new (and hush-hush) story. As Samus progresses through the game, a 

she'll learn abilities (such as curling into a ball) and collect weapons pepngancns 

(freeze rays, missile launchers, and more). One new feature will be THE LEGENI 
collecting enemy energy: Each time a foe is defeated, it will release 
energy. If that energy isn’t collected shortly after its release, the 

3 | defeated enemy will 
reappear, and you'll 


me ap 
ie wae 


WT 


This Game Boy Advance action/RPG will essentially be a 

port of the 16-bit The Legend of Zelda: A Link to the Past. 
In addition to the epic one- pat adventure, this GBA 
version will include 


Ff) have to defeat it again. j Ro es ORO ae 
“aya 6 ® a Four Swords | eae . 
gs Based on the playable iol 

eat mn version at E?, Metroid Cee Pia same, 

We where up to four 
ps 2 Fusion looks like more 

ie it i onde Links can compete 

womens PY] PLE a F of the same winning, . 
ae head-to-head via 
= 2D Metroid formula. 

sae | the link cable (no 
eo ” pun intended). 


| DEUS EX 2: INVISIBLE WAR 


sy aaa : s : Due in November, DX2 jumps 20 years into the future as 


wy i Activision displayed || jaw-dropping, : ® Alex Denton pia sae a gana power struggle. Rich, 
flesh-shredding minutes of game- B astonishingly inter- : 
”. : | play footage from Doom Ill, and | B active environments 
gi it was simply decapitated-head | will pair with wide- 
and shoulders above anything else. § open RPG/shooter/ 
The classic story of ee es § adventure gameplay 
Marines on Mars B to give the player 
and an open gate ® remarkable free- 
es to Hell returns, dom. Like the origi- 
i & is haat deeniatar Oe 2 , ® nal, it should be 
id bee ee technology, a fresh . ¢ dazzlingly unique. 
1s : 7 B Nine Inch Nails oa \e q | io z ite : orn ABE 
soundtrack, and | - . gee ) , 
John Carmack's a y 4 A are % 2 oe 3 STAR \ WARS GALAXIES: 
latest game engine Ji. i Me we —> oe EF AN EMPIRE DIVIDED 
: will make it infi- _ Ot A ee SS sF EverQuest was a run- 
yr. «9 nitely more scary, SORES RR OGL away success, but with a 
. ’ i not to mention Bo VO We B primo license behind it, 


gruesome. You've never seen the small intestine edenieied with such B this impressive persistent- 
«. nUSTMIA @ detail as a demonic cyborg rips it to shreds. Doom Ill's rendering : world online RPG will 
| engine will use light in startling ways; many times you'll fire at deadly ff probably become an em- 
shadows in the dark, only to find out later whether it was a pos- ff pire. Starflight won't yet | sna Ps 
sessed fellow soldier or something far more horrific. The only ques- J be possible, but in December, sins can aliceate one of 
tions left are "When?" and "Do you have enough clean underwear?" eight species on eight planets; take on roles like a smuggler 
B ora bounty hunter; buy droids, cantinas, and landspeeders; 
or pursue the secret of becoming a Jedi. 
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IN THEATRES JULY 12 


\ oe SLAUGHTERED TONS of drudges, orcs, 
- and reets. You’ve collected enough weapons to 
make the National Guard look like pacifists. You have 
the +20 Axe of Game Imbalance, and you've killed the 
god of fear a thousand times. So where do you go 
now? Westwood would like to show you an alternative 


to fantasy-based MMORPGs with Earth and Beyond. 
THE HUMAN RACES 


In the future, mankind will have 
distinct races: the Terrans, 


of ancient star gates has enabled ts three 6 races to explore the iy gi 
_ ease. You'll tak ole of a trader, a warrior, or an explorer and travel 
the far rea sh les O se ma Sia own fortune. 


your anne c space stations and planetside retreats, 
where you'll meet characters, get missions, trade goods, and socialize. 

There won't be combat on these stations — but then, there will be 
more to this game than just combat. : 


\et 
™ ; 
a 


€ a grand total of six race/class 
have expressed concern over 


Still, no one » has ever really 3 succee 
idea of a massively multiplayer starship 
Earth and Beyond looks very good at this « 

__ Stage. If Westwood can stay on target, those 

you tired of killing orcs will have a ; 


A, new galaxy to explore. G 
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Microsoft’ % Mbox brin is your ears 


i F YOU'RE PLAYING Halo and that creepy scut- 
3 ting noise you hear behind you isn’t a gang of 
/ Covenant soldiers, you don’t know what you're missing 
(and you may have a serious extraterrestrial infestation prob- 
lem, too). The Xbox is the only video game system to support Dolby Digital 
5.1 surround sound during gameplay, and this state-of-the-art audio tech- 
nology can fire up a new dimension in your games. S 


The Sounds of Silence 


Dolby Digital 5. is the current evolutionary stage in audio technology th that 
began with the noise reduction coding algorithms developed byD Dolby Lab- 
oratories way back in the 1960s, primarily for the movies. 2) | 922, the — 
made its debut in Batman Returns. 

_ With noise reduction, the “noise” being | redhcedt is ‘the aera impercep- 
tible, very low frequency background sound present in all recorded audio. 
The frequencies involved are so. low, in fact, your brain doesn’ t hear noise 
like it does with, say, a human voice. However, the human. auditory system 
still responds to noise, and that affects your overall perception of the quality 
of the sound. 

_ The 5.1 surround sound contgurston is the de facto standard for home 
multimedia entertainment system layouts. Basic: ly the “5” refers to five speaker 
channels—left, right, center, left weed and right. surround—and the “.1” 
refers to the subwoofer that handles low-frequency (bass) effects. Dolby 
Digital separates recorded sound into these six basic audio channels and en- 
codes it to produce a surround sound effect during replay, eo 


~Kbox Does Dolby 


The Xbox houses the Dolby Interactive Content Encoder, ce first on 
encoder of its kind, as part of its chipset. It can convert up to six channels. 
of audio into a Dolby Digital data stream that can then be — 1 as 5. | 
surround sound. oo 
The audio effects can be monstrous. You'll get a serious case of the 
creeps during adrenaline-charged combat in Halo, or stand up and cheer 
when the crowd roars after Barry Bonds blasts one out of the aa in 
World Series Baseball. 
The catch is that you need an entertainment system that decodes Dolby 
Digital 5.1 surround sound and has a six-speaker setup. Most current home 
entertainment systems are outfitted for 5.1, and if you can hook your Xbox 
to your living room setup, you've got it made. Less expensive 
personal mini-systems and some specialized pe audio 

packages are also starting to support oe es 
Digital (see sidebar). 
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into play with true Dolby Digital5.1 |” 
aD surround sound. By The Whize fe 


<< 


€ar Candy 
Dolby Digital 5.1 surround 
sound is a major leap forward 
for video game audio. 
Now | more and more 
Xbox game devel- 
opers are incorpo- 
rating the system 
into their games. 
Sounds like a good 


— for “nes ao 


Dolby Digital Gear 

If you don’t have a home entertainment setup that supports Dolby Digital 
5.1, you have some other options. Consider a packaged video game solu- 
tion that includes speakers like the InterAct DSS-900, or a mini-system 
like the Aiwa NSX-DS55 mini-theater system (both eo below) 
that includes a CD player and radio, too. : 


Game Packages 
Cambridge Soundworks DTT3500 
DeskTop Theater 5.1 
www.cambridgesoundworks.com 
InterAct DSS-900 5.1 


Digital Speaker System 
www.interact-acc.com 


MNini-Systems 
Aiwa NSX-DS55 


www.aiwa.com 


Sony MHC-RG70AV 
www.sel.sony.com 


Bose Lifestyle 8 
www.bose.com 
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MIB MOST 
WANTED FUGITIVES 


SHARK MOUTH 


zone Restriction: Restricted 
Species: Charcarodonii 

Byes: Watery 

Hair: Nope 

Sex: At your own risk 

Complexion: Scaly 

Special Abilities: Razor-sharp teeth 
have been known to transform slow 
swimmers into lunch meat 
Weaknesses: chubby human legs 
splashing in the ocean 


MIB: 256865489 


ALIASES: Chum Breath, Buzz-Kill, Flipper, Finnigan 


ives culturally superior, largely rb upon their curious enthusiasm for big-budget 
“biggest local success, “Sharks,” is notable, if only for its high body count. 


IS FUGITIVE HAS AN EXTREMELY BAD TBMPER AND WILL BITE YOUR HEAD OFF AT 
BST PROVOCATION. TO REPORT AN ALIEN SCUM SIGHTING, GO TO: www. mib2 gang 


nt to 


ooded ship full of alien remains. Du 


scovered that while the ship's interior remaines 


Ll on the Ship was completely empty. It has now 


rh Council, believing that the 


£ 


ipelled to inform Men 


Maximus had cry 


in Black Command on Eartt 


h the grim knowledge that there 


ccountec 
m chargé 
ninals a 
ordinary 


‘ was fof 


Irity che 


mperative 


1 prisoner 


Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information 


‘ 


Wut 
ean 


a AY WHAT YOU want about Nintendo 
oo § games, but name recognition they’ve got! 
Mario? Metroid? That’s all you have to say, and 
gamers everywhere are ready to listen. But fa- 
natical followers aside, Nintendo demands that 


Pe ‘ 
ewes Eis 
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Mario and Peach will take a vacation and wind up trying to save a polluted 
tropical island with familiar platform-style gameplay. 
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SUPER MARIO SUNSHINE & METROID PRIME 


By Brother Buzz 


its first-party titles maintain a tradi- 
tion of high standards in quality and 
gameplay that the company scrupu- 
lously treasures. In other words, 
Super Mario Sunshine and Metro 
Prime have a lot to live up to. 


THe Sun 
Don't SHine 


Due out in August, Super Mario Sun- 
shine will have all the trappings of the 
classic Mario games. Building from the 
3D platform-style gameplay established 
by Mario 64 for the Nintendo 64, this 
latest action/adventure story willbe by bounding back and forth up the 
set on a colorful, windswept island. sides of buildings and walls. 

Mario’s on vacation with Peach and Toad, and they’re hoping to spend 
some quality time on a tropical paradise...at least what used to be a tropical 
paradise. Someone has splattered a mess of vile sludge across the island’s eco- 
system, and some of this nasty stuff is alive! In fact, the pollution is so bad, 
it’s even sapping the shine off the sun. Not good. 

At least there's a good description of the culprit. He has a big nose and a 
black mustache, and he speaks with a heavy Italian-sounding accent. He wears 
a red hat, a red shirt, a blue plumber’s outfit, white gloves, and...oh, oh. Now 
Mario has to clean up the environment and clear his name, too. 


MaRio’S NEW WORID 


Super Mario Sunshine will be packed with puzzles, obstacles, and enemies 
presented in classic fashion. The sea and sun environment will be painted in 
bright, vibrant (and familiar) colors reminiscent of Mario games past. 

At press time, Nintendo was not saying just how big the game environ- 
ment would be in terms of the number of worlds or levels. But in terms of 


Preview looks at Super Mario Sunshine 
display the bright, vibrant colors remi- 
niscent of Mario games past. 


You'll be able to reach the upper levels 
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Yoshi will team up with Mario for two-character Some renegade polluter has drenched the island in The plumber’s helper this time is the Water Cannon 


mechanics. weird sludge that saps the shine from the sun and that’s a weapon, a washer, and a jet-pack, too! You'll 
creates weird creatures. Unfortunately, the culprit be able to blast water in short bursts or continuous 


terrain dimensions, Mario will traverse some gi- looks just like Mario! streams to perform a variety of tricks. 
gantic turf. In fact, in the early build, the game cam 
even seemed to helicopter up in some areas to an overhead gameplay view. 

The physical challenges and brain-teasing puzzles confronting Mario will be multifaceted 
and diverse. He'll crawl across expansive wire-mesh screens that he'll have to flip over in 
order to find a pathway. He’ll hop across large, 
extremely unstable platforms that float through 
the air. He'll even have to pull off a balancing act 
to outmaneuver ornery bugs on top of a huge 


precariously tilting mirror. 


WaSH-AWay MeveS 


a To aid him in his clean-up quest, Mario will be pack- 


2 Te tine, - ing some serious...er, water. That's right. He’ll be hauling 
Huge wire mesh structures provide a around a Water Cannon that can shoot the clear stuff 
tough challenge and a good look at 


the fine detail already evident in these 
preview graphics. pack-mounted water pumper makes Mario look vaguely 


either in short bursts or a lengthy stream. The back- 


similar to brother Luigi, who carried a ghost vacuum in 
Luigi's Mansion. 

But the cannon will serve a multitude of uses. 
You'll be able to squirt spurts at bad thingies like 
the rotund bug-like creatures that overrun the is- 


4 Ye. 
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, he 


YI Vy Pune Thi 
Ly! we, Ss formed up into one huge multi-segmented boss 1 Zs > Sean complete 


nit 
u 
t land. In one part of the preview version, the bugs 


VE’ yin ey | and you had to knock away each segment to beat _ 


7 


wo) Ge... Wye | the creatures. You'll also use the cannon to gen- 


The island locales will be populated = erally wash away the polluting sludge. Plus, aim- 


with new characters and some familiar —_ing a continuous stream downward will enable 
faces, too. 


Mario to use the cannon as a sort of H,O jet- = | EU, a. 


pack to fly up to hard-to-reach areas or to i. 


hover and spray-clean a wide surface area. | . 
The Battie Visor will be able to scan 


Z objects and creatures and then relay 
to take a swim. : an analysis to you. There will also be 


In the preview version, Mario demon- @ sort of danger detector that flashes 
d during suspicious situations. 


To refill the Water Cannon, Mario will have 


strated traditional moves, too. He'll retain 
his Super Jump, dash, and patented butt- 
bounce attack. He'll also be able to jump 

back and forth between j#* — 
walls to scale ‘em Jackie 


Mario will have to get his feet wet to 

pass some obstacles, but he'll also have 
to dive into the water to replenish the | Chan-style, and hop on 
Water Cannon. Yoshi's back for team-up 


maneuvers. Additionally, the early build showed Mario jet-skiing/ 
surfing on the back of an octopus-creature, too. 


SUNSHINE SUPERMan z 


As the opening act of the Nintendo GameCube show for 2002, Wat-oid Prime will hedin neal 


Mario's ready to make a splash. Super Mario Sunshine is shaping | " derelict Space Pirate ship where Samus —_ Huge boss creatures will hand out tough combat as 
up as a worthy sequel in the long tradition of Mario games. UREN TUE STC RM eM CoM cel UC ele ce Reema 
= with Mother Nature...or whatever! by her old enemies, the Space Pirates. 


CONTINUED > i 
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Its evolution from sidescrollin§ 2D to first-person pgrspective 3D action/ - ; : 
adventute game hasebeen well documented, amid much lamentation and Samus Aran returns for duty'in Metroid Primg=and youll get to see the world 


" face to relay game status data on a heads-up display. formation may be.a Metroid given, but it will look snazzier than ever here. When Samus 


*. ss ‘ e 


SUPER MARIO SUNSHINE & METROID PRIME 


ETS METROID 
PRIME TINE 


At least Mario has seen recent action 
on the Nintendo 64, Game Boy Color, 
and Game Boy Advance. Except for 
cameo appearances in Super Smash 
Bros. Melee, Samus Aran has been ” is Se 
missing in action for eight years! = "Metroid Prime ube ouiinail ait enel 
Metreid Prime, which has been surprises like this horde of hungry beast- 
percolating on the design screens of | ies that scurry around the Pirate ship. “e 


Retro Studios for over two years, is progressing toward a fall 2002 release. 


through her eyes. 


F AoW 

The preview version had just enough in it'to reveal Metroid Prime's opening level. The game will begin 

with Samus Aran discovering a derelict spaceeraft orbiting the planet Talon IV. She soon determines that 

the ship belongs to her old nemeses, thesSpace Pirates. © ‘ 

: She enters the huge craft to find some busted-up biological 
life-support containers and the pirate ‘crew looking more chewed 

“up than a pack of poodles at a pit bull convention. The crew's 
in bad shape, but they still have plenty of fight in ‘em... "and now 
me re talking about Metroid!” ” 


NETEOIXE rECHRNIE i) The Arm Cannon will trarisform into the Ice Beam 
and a missile launcher at a single button press. 
Metroid purists may mourn the absence of the third-person - Power-ups will also be available for the Cannon. 


gameplay view, but the first-person look seems formidable so far. You'll play the gamg looking 


The Morphball turns Samus into a speed through Samus’s Battle Visor. In the preview build, this design revealed a very cool heads-up dis- 
demon as she races through tight spaces. 


olin: anailec has takes deantees OO meant to represent sensor data being projected onto the inside of the visor. . 
that you'll be apie to power-up during You'll be able te scan specific objects or sweep a roon¥to detect hidden areas. The 
the game. ° displayed data imparts info meant to move you forward through the story, such as the 


“] disturbing autopsies of pirate corpses or unsettling analyses about the contents 
of thos® broken bio-containers. The visor will also display life support and 
weapons status, and it will have a sort of “Spidey-sense” capability that warns , t/ : 
Samus of suspected danger spots. dg 

But everyone knows Samus is n6 stranger to danger, and she'll begin this 
exploration ready*to rock and roll. She'll be outfitted with her standard Arm 
Cannon, with which she'll be able to lock onto targets or engage a free-fire 
mode. Additionally, in the preview version, aesingle button pre$s transformed the 
weapon into an Ice Beam or a missile launcher. Nint€ndo also reports that additional 
Beam weapons, bomb power-ups, and other equipment will be on hand. 

= . 


oe | | ‘ 
The first-person gameplay view looks out through eeiaetente| To THE Lo 


Samus's Battle Visor, which serves es a handy inter. !n Metroid Prime, when the going gets tough the tough get small. Samus’s Morphball trans- 


‘Balls up, you'lk navigate her roll from a behind-the-ball view. The GameCube version of 
the Morphball will motor through tight places and small spaces at breakneck speeds. 

As in all Metroid games, the Morphball"form enables Samus to plant bombs. You'll likely 
be able to power up bombs, too, but this was not evident in the preview build. Can you 
bomb yourself up walls? Could be, Metroid Maniags...could be. 


Much is being said about the quality of lineups for the PlayStation 2, 
Xbox, and GameCube, but let’s face it—the party doesn’t begin 
until Mario and Samus show up to play. They may be carryigg the 
weigltt of the GameCube world on their substantial shoulders, 
but so far, Super Mario Sunshine and Metrdid Prime look up 


Samus's battle suit will generallyeretain its classic ‘ : Fae 
look with some excellent polish courtesy of the to the challehge. G Samus’ s ieuiie ek an pes for 
GameCube. : eee the GameCube, too. . 


e 
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form prior to issuance of travel documents, Ar “ ame Ig 
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spectal feature SPLINTER CELL. 


ARMY OF 


WANTED: Individual possessing incisive, clandestine 
technical skills with military acuity, especially in a 
fiercely high-stress, high-threat environment. If you fit 
this profile, then prepare for a thrilling assignment with 
Splinter Cell on the Xbox. By Four-Eyed Dragon 


| N THE PAST two decades, Tom Clancy has given fans a unique behind-the- 
scenes look into U.S. military operations through his rousing books, entertaining 
movies, and thrilling video games. In fact, games with the Tom Clancy name are 
especially successful with military aficionados who want nothing more than a firefight 
that is as close to actual group tactical combat as the real thing. Keeping true to a 
Clancy caper, Ubi Soft is working hard on the next virtual combat experience, Splinter 
Cell. But unlike previous Clancy games, this is going to be about one guy running the | egessstil (= 
entire show, first on the Xbox and then later on the other next-gen systems. Sam's definition of paperwork is rum- ‘ 


5 maging through terrorist files. 
{NERGETICALLY WILL I MEET 
THE ENEMIES OF MY COUNTRY — 


The National Security Agency isn’t the 

first U.S. government branch that nor- 

mally comes to mind when you think of ’, 

Special Operations—but in Splinter Cell, 

it will be your main employer. You'll play as 

Sam Fisher, a field operative for the NSA’s 

“black-ops” sub-agency, Third Echelon. Third 

Echelon’s objective: locate, infiltrate, and destroy 

the threat of cyber terrorism in 14 levels that span fi 

from the streets of Burma to CIA headquarters. a 
As Sam, you'll enjoy plenty of perks to being an elite 

professional of arms. “In addition to a 5.7mm pistol, Sam will use a 

F2000 rifle, a modular assault weapon system presently being tested 

among certain Special Operations groups in the U.S..” explains Mathieu 

Ferland, producer of Splinter Cell. “As the first fully ambidextrous rifle, 

the F2000 can be equipped with a launcher that can fire conventional oc % 

grenades, sticky shockers, flares, non-lethal rounds, and reconnaissance : a SNES 

tools like laser cameras and other ‘special devices.” : 
Besides the F2000, you'll have a bag of high-tech tricks at your fingertips. 


ny 
atin 


Splinter Cell is being developed using 
the Unreal engine. 


Countries that were once part of the | Among the fancy gizmos will be a laser microphone for long-distance eaves- 
former Soviet Union will be on the top dropping, a fiber optic camera for peering underneath doors, and a multi-mode 


xe s y 
oes x) + 
=) 7 rhe 


Slick lighting dynamics will enable Sa 
to cast shadows on himself in real time. 


of your list of locales to visit. headset that enables both night and thermal vision. 


DEATH WAITS 
IN THE DARK 


With such slick weaponry and gadgetry at your disposal to help 
eliminate enemies, you'll still need to operate in stealth mode to 
successfully complete objectives. Says Ferland, “This is a stealth 
game, and Sam needs to be careful about whom he is shooting 
when using lethal weapons.” Moreover, if you kill excessively, the 
mission will be a failure. Why? Because you're still representing 


“The NSA coordinates, directs, and per- 
forms highly specialized activities to 
protect U.S. information systems and __ the interests of the United States and what the country stands 


produce foreign intelligence informa- —_ for. America, of course, doesn’t want to be seen as a mass if you intend to stay stealthy, you may not want to 
tion.”— NSA Web site kill every hostile in sight. 
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“People sleep peaceably in their beds at night only because ‘ou 


ready to do violence on their behalf."-George Orwell = oo 


murderer. So to help you maneuver without being detected, Ubi Soft a 


creating a library of surreptitious moves that you’ll be able to perform at — 
just the right moments (see sidebar, “Demerdez-Vous’’). | 

Fancy footwork won't be your only asset for complete invisibility. Splinter 
Cell will have a Stealth meter that will show how inconspicuous you really 
are to the enemy. The darker the meter becomes, the more hidden you'll be 
from wary eyes and ears. Whether kneeling beside a truck indoors or scaling 
the backside of a building outdoors, using the shadows will be a key strategy 
to stay away from harm. 


URGENT 
OPERATIONAL MATTERS 


A one-stage demo of Splinter Cell already exhibited a phenomenal amount 
of visual detail. Sam was able to cast shadows upon himself; plus every part 
of the game contained dynamic lighting, which looked realistic and just amaz- 
ing. “The dynamic lighting system will probably be the most impressive ever 
seen ina alia and is ee we're oy proud of,” boasts Ferland. 


Sam's primary gun is an actual proto- 
type of Fabrique National's F2000. 


DEMERDEZ-VOUS 


Splinter Cell may sound suspiciously like Metal 
Gear Solid, but with an emphasis on realism, intriguing 
gameplay, and an outstanding visual show, Solid = 
Snake may need to find a new career. Even at : ‘ 
its infant stage, Splinter Cell already seems 
poised to take the action/stealth genre to the 
next level when it’s released this November 
on the Xbox. Add a Tom Clancy stamp-of- 
approval, and Splinter Cell could become 
a covert operation worth revealing. C3 


vision goggles will not only 
to detect unsuspecting 


“{Special Forces] must be endowed 
with considerable resourcefulness, 
flexibility, and ingenuity.”-Tom Clancy, 
Shadow Warriors 


Splinter Cell's heart-stopping action will 
take place in both indoor and outdoor 
environments. 


The PC version of Splinter Cell will 


come out by the end of this year, 


while the GameCube and PlayStation 2 
versions will make appearances some- 
time in 2003. 


Even if Sam moves slowly, he still needs 
to watch where he steps—walking on 

creaking wood floors or shattered glass 
will immediately alert someone. 


Staying . the Gulen will be essential 
to staying alive. 


»-“We want the player to feel the stress of being de- 
tected when in stealth position and the adrenaline 


rush of neutralizing enemies without being detect 


* says Mathieu Ferland, producer of Splinter Cell. 


= Me i 


Sneaking around in a variety of ways will be a key part of Splinter Cell. You’ll be able to rappel down buildings, slide on zip 
lines, climb pes perform split jumps, and more. “‘We wanted [Sam’s movements] to walk a line between realism and more 
cinematic action,” states Steve Dupont, lead animator of Splinter Cell. 
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we One. Hlander Tomahawk S 


Crank out ai airs like 10-time 
World Vert Champ Mat Hoffman. 


: 7G 
Switch Foot eds Heq ya Spin 
2a Rens 


The only BMX game to 
offer flatland tricks. 


score 


BMX WILL NEVER BE THE SAME... 


Jump on the bus with Mat Hoffman and ten other top 
pros for the ultimate BMX blowout through eight 
U.S. cities. Pull hundreds of tricks and combos using 
the new Trick Tweaking System or keep it on the 
ground with the only BMX game that offers 
flatland moves. Unlock behind-the-scenes video 
footage from Mat’s actual road trip and then snap Force your opponent off the screen 
shots of your best tricks for your own photo in the 02 exclusive PUSH mode. 
scrapbook. One day on this road trip and you'll 
know why BMX will never be the same. 


SPROCKET GRIND 
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FIGHTING GHAMPIONSHIP WILIL| ONCE AGAIN 
ARTIAL ARTS'EXPERTISE FOR GAMERS.’ 
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Violence 


Recommended 

System Specs 
Windows 98/ME/ 
2000/XP 


Pentium Il! 800 
256 MB RAM 
| GB on HD 


through normal use. 


more quickly. 


GAMEPRO AUGUST 2002 


4AMEP RO 
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A NY GAME THAT can make Dungeon Siege and 
the Baldur's Gate series look limited in scope has 
& to win your respect. The Elder Scrolls Ill: Morrowind 
om effortlessly makes other PC RPGs look like choose- 

your-own-adventure games. 


More and More Morrowind 


As you begin your journeys in Morrowind, you find 


match armor types 
if you have more than one armor skill chosen as 
a class ability. That way, each armor skill will rise 


OTIP: You level up whenever you raise your 
Major or Minor skills a total of 10 points. Work on 
the skills that define your class, and you'll level 


BY DUNJIN MASTER 


Developed and published by 
Bethesda Softworks 


$49.99 


Available now 


The Glder Scrolls SUI 


yourself aboard a prison ship, about to be 
released to the Imperial town 
of Seyda Neen. Why you were 
a prisoner in the first place isn’t 
important—it's what you do once 
you're free that matters. 
Whereas the last Elder Scrolls 
game, Daggerfall, was huge because 
it created towns and quests at 
random, Morrowind is entirely 
hand-crafted and still rivals its 
predecessor for sheer size 
and depth. You'll want to 
play over and over just 
to see what life is like as 
a dark elven enchanter 
or an undead-summoning 
Imperial archer. There 
are very few limits to what you can do in the game, and that’s 
both a blessing and a curse because Morrowind’s open-ended 
nature might repulse gamers who are used to being led around 
by their noses. You could play for months without even cracking 
the main story line, and no one says you ever have to save the 
world if you don’t want to. 


Gorgeous but Infested 


From a presentation standpoint, the graphics give a distinct im- 
pression of a far-off fantasy world that clearly diverges from the 
popular Tolkien-based idiom, and Morrowind’s sounds and music 
are among the best ever heard on the PC. The first time you 
hear a thunderstorm or the eerie hiss of a vampire, you'll know 
you're involved in something special. 

All’s not well in the land of Morrowind, however. Bethesda 
“simplified” the PC controls to accommodate an Xbox version, 
but in doing so, it eliminated many of the benefits of a PC inter- 
face. There are also a number of glaring bugs, and while you can 
happily play the game without much trouble, the bugs that do 
occur are frustrating and dire. 


The Masters Have Spoken Again 

Still, a real RPG fan with patience, imagination, and plenty of 
free time will absolutely love Morrowind, though Final Fantasy 
diehards need not apply. It has been six years since Bethesda’s 
Daggerfall taught us what RPGs are all about, and Morrowind 
is the perfect refresher course. 


Se PETA “a 5 > = : 
PROTIP: Silt strider ports are great 
for fast travel, but don’t discount the 


want to miss the quests and other fun 
stuff in the wilderness. 


Sie ‘se 4 * Jy 


PROTIP: Whenever you come across 
a door in the wilderness, save the game 
and look what's inside. You may have 
stumbled upon a hidden tomb filled 
with monsters and treasure. 


| player 


benefits of traveling by foot. You don’t 


FUN 
FACTOR 


CONTROL 


Role-playing 


—— Pea nis =) 
PROTIP: Buildings that look like 
rusted machinery are ancient dwarven 
ruins, guaranteed to contain strong 

enemies and great loot. 


i 
(ea ieee ae i 
Pasi oe 1 “ 


PROTIP: Watch the skies for ambushes 
by flying monsters. You often won't 
know they're there until they're snack- 
ing on your head. 


— Me oo Decco aia! te 
PROTIP: Murder is a crime in Morro- 
wind, but you can get off scot-free if 
you use the Taunt command to lure 
someone into attacking you first. 


GRAPHICS 5.0 


With epic, sweeping landscapes and 
intricately detailed creatures and char- 
acters, Morrowind is truly a work of 
visual art. 


SOUND 5.0 


The incredible sounds and music of 
Morrowind make you feel like you're 
living the game and not just playing it. 


> 


CONTROL 4.0 


A fairly transparent interface and the 
sheer variety of actions you can take al- 
most make up for the frustrating nature 
of the basic combat and spellcasting 
controls. 


FUN FACTOR 5.0 
All its bugs and control frustrations 
aside, Morrowind is easily the premiere 
role-playing experience on the PC, edg- 
ing out even Baldur’s Gate for sheer 
nonlinear scope. 
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You've got one'life. ke it count. Check out th 
Life Accelerator” at Navy.com or call l-800-USA-NAVY. 


© 2001. Paid for by the U.S. Navy. All rights reserved. 
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= Developed by Gearbox Software 


Counter-Strike: Condition Zero PAP) = Pubished by Sierra sem 


= Target release date: Fall 2002 rinses + nome m 4 


WiTH GOOD REASON, Counter 
Strike still remains the reigning champ for online in-your-face military action. 
Sierra says that the sequel will be just as engrossing with plenty of new 
features to make shooter fans smile. You can expect some slick new weaponry, 
like several types of M60 guns, a rocket launcher, and Molotov cocktails. 
Condition Zero will also feature three types of intensive single-player games, 
which will include a 
story-driven mode 
consisting of 25 mis- 
sions. In addition, 
Sierra promises 
that Counter-Strike 
veterans will be 
able to easily up- 
grade to Condition 


Zero at the game's 
release. G 


BY DUNJIN MASTER 


Shadowbane i = ne = Developed by Wolfpack Studios 


= Published by Ubi Soft 
SHADOWBANE WILL BE thefirst [9 , m Target release date: Fall 2002 


MMORPG to address player-killing 


Winvoows 95/98 


rtenmo+r £0 © kK 


from the start. While Wolfpack is building a world for you to play in— including a rich back-story and lush environ- 
|<@==% ments—the world will really be fleshed-out by the players as they build guild towns, conquer land, and 
; ® corner markets. Shadowbane will feature the typical dragons, goblins, and wizards found in other games, 
but the real action will be the player-versus-player conflict, from one- 
on-one scuffles to massive guild-vs.-guild city sieges. 


BY DUNJIN MASTER 


= Developed by CCP 


Ese = Published by Simon & Schuster Interactive 
EVE: THe SECOND Genesis wo" = Target release date: Fall 2002 


will place you in the middle of inter- 

stellar conflict as you fight, trade, or explore your way through the planetary system of New Eden. As a member 

of one of five empires (the Amarr Empire, Gallente Federation, Caldari State, Minmatar Republic, and Jovian Empire), 
| you'll have to make your way in the galaxy. Early screens of the game already look amazing, and with 

the ability to create and control your own galac- | TR a 

tic corporation, there should be plenty to keep 

you busy for a long time. @ 
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BY D-PAD DESTROYER 


Developed by Fireglow 
Published by CDV 


DRAWING FROM THE speed of an RTS and the realism and detail of 
the average wargame, Sudden Strike 2 hopes to hook both audiences. 
You'll play as one of five WWII military powers (USA, Great Britain, 
Germany, Japan, or Russia) with over 250 units. SS2 will feature the ability 
to use infantry units to crew jeeps and tanks, and if you can take out an 
- enemy crew, your guys will be able to steal your foe’s 
vehicles. Also, keep an eye on troop morale, or your 
frightened soldiers might defect to the enemy. G 


ci BY DUNJIN MASTER 


Sudden Strike 2 23 BG = tarce sinc tcaitveni FIRST LOO 


Winvows 95/98 


Call et Cthulhu— : f ers Developed by Headfirst Productions 


Published by Fishtank 


Dark Corners of the Earth cm Mabe ees tate 


graphical display—you’ll have to look at your wounds to check your 

damage. A head wound might cause blood to drip down your screen, 
for example. Dark Corners will also feature a sanity system that in- 
duces hallucinations and odd behavior as your character spirals further 
down the vortex of madness. @ 


BY D-PAD DESTROYER 


Winvows 95/98 


Fikce tt OO 8 


In Dark CORNERS OF THE EARTH, you'll have to investigate strange happenings inspired by H. P. Lovecraft’s classic 
horror stories, such as “The Shadow Over Innsmouth” and “Mountains of Madness.” The game won't feature permanent 


Developed by Soft Enterprises 


dreds of years of Scottish history 


=f, 


unify Scotland. G 


GAMEPRO AUGUST 2002 


LES Published by Data Becker 
You CAN PLAY through hun- SOoeee "Target release date: Fall 2002 


Winvows 95/98 


PtRS T. 4 OO 8 


<]_ in Highland Warriors, a new 3D RTS that hopes to revolutionize the genre with attention to detail and sheer may- 
i hem. Your units will level up poueh « an experience system that enables you to take a villager and turn him into a 
master miner, hunter, or lumberjack as they perform their tasks. The 
individual units and buildings will be so detailed, you'll swear you were 
looking at a first-person shooter. You'll choose from among four clans 
(Mystique, Highlanders, Merchants, and the English) as you quest to 
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Epic Campaign With Limitless Playability 


Play alone or quest with up to 64 players simultaneously on-line. 


Aurora Neverwinter Toolset 


You are the Dungeon Master. Create and host your own Dungeons & Dragons campaigns on-line with ease. 


Visit www.esrb.org or = : aS : 
call 1-800-771-3772 § f ILL | DEVELOPED By 


for Rating Information. \ <& , BiOWARE 
en 


CORP 
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NEVERWINTER NIGHTS © 2002 Infogrames and BioWare Corp. All Rights Reserved. BioWare Aurora Engine copyright 2002 BioWare Corp. All Rights Reserved. Neverwinter Nights, Forgotten Realms, the 
Forgotten Realms logo. Dungeons & Dragons logo, Dungeon Master, D&D, Baldur's Gate, and the Wizards of the Coast logo are trademarks owned by Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. and 


are used by Infogrames under license. All Rights Reserved. BioWare, the BioWare Aurora Engine and the BioWare logo are trademarks of BioWare Corp. All Rights Reserved. Windows and Windows 95/98/2000 
are registered trademarks of Microsoft corporation. All Rights Reserved. All other copyrights and trademarks are property of their respective owners. 


“the game that will change 
role-playing forever...” 
— Inquest 


“...a finely-crafted, 


incredibly in-depth RPG.” 
- IGN PC 


“ ..has the potential to 
become the ultimate 
role-playing game.” 

— Computer Gaming World 


From the Developer of Baldur’s Gate, Tales of the Sword Coast, 
Baldur’s Gate Il: Shadows of Amn, and Baldur’s Gate II: Throne of Bhaal. 
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BY TOKYO DRIFTER 


= Developed by Crawfish Interactive 


= Published by Capcom Game Boy ADVANCE 


= Target release date: August 
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BY STAR DINGO 


= Developed by HotGen Studios Limited — de. ° = Developed by Treyarch 
= Published by Kemco = Published by Activision 
= Target release date: September Gea ae «= Target release date: June 
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= Developed by Creations Group mDeveloped by 3d6 Games 
= Published by THQ/Sega 


T. | d : | ™Published by THQ/Sega 
@ larget release date: = 2 — 
First Quarter 2003 = Target release date: Winter 2002 
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BY FOUR-EYED DRAGON 


BY FOUR-EYED DRAGON 


™ Developed by 3d6 Games 
™ Published by THQ/Sega 
m Target release date: Winter 2002 


= Developed by Altron Corporation 
™ Published by THQ/Sega 
= Target release date: Winter 2002 
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"| WAS A 99 LB. BARBARIAN” 


-Gothar of Gundria 
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BEFORE UPGRADE AFTER UPGRADE™ 


"| used to get molten lava kicked in 
my face. | was a little girly man, better 
suited to playing with sissy baby dolls 
than with battle axes. But then | mastered 
the UPGRADE FEATURE in BARBARIAN. Now 
nobody messes with me.. 


NOBODY!!!" 


"The 4-player mode is wicked. Now if | 
could just find 4 opponents | haven't already 
killed | would show you BARBARIAN's 8 

character on-screen mayhem." 


BARBARIAN is a revolutionary new 
game engineered to increase - and 
maintain - character power and 
ferociousness, fast! In recent head 

to head field tests, even mildly 
upgraded barbarians crushed their 

friends and foes without mercy. The 
MASSIVE 1-PLAYER QUEST mode - 
with 10 characters to choose from and 
literally hundreds of adventures to play - 
the perfect training ground for customizing \ your 
barbarian, increasing strength and magic, and 
winning friends and influencing people with pure 
brute force. But wait! There’s more: BARBARIAN 
also features an insane MULTIPLAYER MODE for 
up to 8 playable characters on screen at once, 
plus totally interactive environments, and best of 
all an exclusive ass-kicking “save-your- 
customized-barbarian-and-take-him-anywhere- 
with-you” formula! 


“Here | am getting Medieval on Keela. My 
weapon of choice is usually a tree, or a pillar, 
or my opponent... but you know me, anytime 
1 grab onto something | show off..." 


"| had no social life before, but now, with 
BARBARIAN's SAVE AND RUN formula, | can take 
my muscles with me to a friend's... and work 
that disco magic, if you know what | mean..." 


* Your actual results may vary, 


DON’T SETTLE FOR LESSER GAMES. —— 
DEMAND BARBARIAN TODAY. 
Developed By 
| ay 
Suggestive Themes a a N iN Te wed oS | 
Violence GAMECUBE. NYY gay <= —4 
x<BOxX< | SAFrine 
sete Se ne oc ae Sutios. Babar, (ae ad Be Tas bao ae seieais Tas Software Corporation. All rights reserved. "PlayStation" and the "PS" Sy ha ee nae sa ete ™. ®, and the Nintendo GameCube logo are trademarks of 
Nintendo. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. PlayStation®2 computer entertainment system screen shots shown. 


_ The game system is simple to get into. Starting with two peisiably 
equipped robots, you must win a series of challenges against rival Meda- 
Eee and qualify for the World Robattle Tournament. Winning matches 
“¢ | nets you Medaparts, which you can use to power up your ‘bots and 
me customize their weaponry for each of the themed battle arenas. 
ay Although you're free to collect and trade Medaparts for hours, the: 


a battles a are the real t treat here. Using a fighting pean arranged s some- PROTIP: Be sure to adapt your robot ; 


a for each battle stage. Regular legs will 


. WHEN YOU SEEa game ead é on. a a Disney painted: filer siceinil on the 
shelf, you ’re likely to think that it’s for the kindergarten set. Lilo & Stitch 
mit eae pes tele This title features surprisingly solid gameplay reminiscent 


controls enable you to maneuver through the lush environments 
easily. You don’t have to kill everything on the screen—evading 
your enemy works just as well but isn’t as satisfying. 
The game does a great job of transferring Disney's animation 
feel to the (very) small screen. The interactive parts on the back- 
grounds aren't obvious, which makes environments fun to explore. PROTIP: Against pineapple b 
The music has that classic Casio keyboard sound, but it isn’t dis- into firing, then step back out ° 
Pe and fits the naeee, blast away. 


: -PROTIP: 1 The classic scoring | ‘move” 
still works like a charm: stick- fake to 
one side and shoot to the other. 


slayal able hers sounds — 


: Banies you won't go wrong 


st Wars Ep isode Hi: 
_ Attack of the piones | 


the unresponsive canteens The graphics are inconsistent- ] 
animations give way to flying sequences that would have been Bites onthe — 
SNES. John Williams’ majestic score Hoes t really work ae the 
GBA’s tinny speakers. = ' Fe 
One of the most maddening problems is Pe each time you die (which 
beginning of the level. There i is no.con- | AS = ome — | & ff 
tinue option, and you can’t skip | the-story-so-far screens. Trust the Force, PROTIP: In 3D fying sequences, stay PROTIP: When enemies crowd you, 


Lida anions. his on th 3 shales i, high to avold most.obstacles. thwart them with an uppercut by simul- 
fpen ces sn eee taneously tapping \..and the A button. 


happens a lot), you respawn at the 


Aero. the AcroeBat 
Aero THE Acro*Bar, originally released on the SNES and Sega 
Genesis, was one of the better ee among a slew of two-dimensional 
' ~ ) platformers thanks to colorful graphics, great a —_——_-— 
level designs, and a solid variety of tasks. The GBA v version is a ua and MBUIbS ims inl 
faithful re-creation, even if it's getting hard to get too excited about another 
somewhat dated SNES port. | 
Aero features some sharp animation and bright backgrounds, all of which 
show up well on ‘the GBA screen. The music is appropriately whimsical, though 
asa sae he 4 the sound effects are sparse. Your objectives, from collecting keys and jump- 
SROTIP! Hoainsi the Stilt Brothers. O50 ing through hoops. to riding roller coasters, keep the game interesting, and — 
spinchit their stilis to.make them __ Aero has a good repertoire of attacks and abilities. Aero does provide a fun 


shorter. Once they're at ground level, _ride, ss eat one eice ve taken many times before. G 
spin-hit the brothers. s 


Desert Strike Advance 

TIME HAS BEEN less than:kind to Desert Strike, originally released on the 

SNES and Genesis 10 years ago. You must pilot an Apache helicopter across 
four desert landscapes, rescuing hapless MIAs — 
and blowing up enemy installations. Your nemesis, the whimsically generic 
General Mubaba, has an army of tanks and missile launchers waiting to blow 
you into tiny bits. 3 

Whoever this Mubaba guy is, he definitely has his act together. This is one 

hard game; expect to replay missions over and over before you finally com- 
plete them. The small Game Boy Advance screen means you can't see as 
much of your surroundings as you could in the original, making it easy to sus- | 2s : 
tain damage from enemies you can’t even see. With frustrating controls and PROTIP: lean effort to find your. 


annoying audio-visuals, Desert Strike was probably best left in the memories missing co-pilot. He's the best there is 
of a resee: & gamers. Z at alming guns and lowering the winch. 


BY MAJOR MIKE 


®™ Developed by SCEE Liverpool 
= Published by Sony 
= Target release date: Winter 2002 


PLAYSTATION 2 


The Getaway is the latest in a string of 

gritty crime-themed action/adventure Pits 
titles to feature a main character pit- 
ted against a giant mob-controlled or- 
ganization. You'll assume the role of 
Mark Hammond, a former mob man : 
who reluctantly returns to a life of ae 
crime after his wife is murdered and his son is taken hostage by Mark’s old 
boss, Charlie. Mark will have to complete several near-suicidal missions in 
order to keep his son alive, including torching a restaurant, infiltrating a 
police station, and carefully chauffeuring a decapitated Chinese mob boss 
around the city (if you drive carelessly, your passenger's head will fall off and 


= vos 


your cover will be blown). If things get really tough, you'll be able to grab 

other characters and use them as human shields. But Mark's adventures will 
be only half of The Getaway’s full story; the game will feature a second play- 
able character—Frank, a police officer. Once Mark's scenario ends, you'll rie 


play as Frank and witness events from his perspective. Just when he thought he was out, they pull him back in: The Getaway will fea- 
ture a unique blend of driving and run-n-gun action. 


a 


THE LONG BAD FRIDAY 


The Getaway will blend two types of gameplay—third-person 
action and driving—and will take place in London. Although 
much of the emphasis will be on gunplay, the third-person action 
sequences will require stealthy movement. If you try to blow away 
everyone in sight, you won't stand much of a chance of complet- 
ing your missions, much less finishing the game. If you commit a 
crime in front of a police officer, he’ll chase you down; if there 
are several police officers on your tail, they'll call ina SWAT team. 
When you aren’t running and gunning, you'll be able to carjack 
over 200 licensed automobiles, and each ride will feature realistic 
physics and handling. 


Pa 


"HOW ABOUT A LITTLE CHIN Music?” 


The other star of The Getaway will be its huge playing 
field. The city of London will be re-created as realistically 
as possible, right down to the placement of traffic lights 
and store names. One of the game’s bonus play modes 


Sonn 


iea- 4 «(Will be a Tourist mode, where 
: you'll travel the London streets 
in search of the perfect photo- 
graphs. The Getaway is due to 
hit store shelves before the end 
of the year. 
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G AME CUBE www.rockstargomes.com/smugglersrun 


Nintendo GameCube® and the Nintendo GameCube logo are trademarks of Nintendo. The ratings icon is a trademark of the Interactive Digital Software Association. Angel Studios and the Angel Studios logo are tradenmirks of 
Angel Studios. Rockstar Games and the Rockstar Games logo are trademarks of Take-Two Interactive Software, Inc. © 2002 All rights reserved. 


BY FOUR-EYED DRAGON 


= Developed by Zipper Interactive 
= Published by Sony 
= Target release date: August 


PLAYSTATION 2 


INALLY, PS2 OWNERS will be able to experience the exploits of arguably the best Special Forces team in the 
world. But this won’t be a typical military shooter. Instead, Sony is promising an engrossing experience with the 
SEALs whether you play online with other people or fight hostiles offline, thanks to the game's realistic feel. 

Indeed, in a hands-on build, it felt like you were in harm’s way 
as you used the best in naval special warfare to eliminate enemies 
in the single-player mode. The included headset, which will be 
packaged with the game, worked wonders—you could direct 
your team of three to go anywhere you wanted, to fire at will, or 
to plant bombs at just the sound of your voice. Online, you'll be 
able to use the headset to 
communicate with your 
teammates. If the online 
game runs as smoothly 
as the single-player mode, 
SOCOM: U.S. Navy SEALs 
could be as much deadly 
fun as a real SEAL pulling 


the trigger. 
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BY UNDERCOVER LOVER 


= Developed by Wow Entertainment 


: ch ey | Published by Sega 
LAST SEEN TOURING the Dreamcast, Sega GT is now cruising to the ‘\ 1) = Target release date: Fall 2002 


Xbox with more than a brand-new paint job. Completely rebuilt from the 
o ground up, Sega GT 2002 will show- 
case a fleet of 125 cars. The Japanese 
preview version featured |2 tracks, 
but that may not be the final count. 

The game will, however, feature 
4 Ne — a @= & three main gameplay modes: GT 

ai = , | mode, Quick Battle, and Chronicle 
mode. In Chronicle mode, you’ll race an American muscle car 
through three eras, the 1970s, 1980s, and 1990s. As you progress, 
you'll have to upgrade your classy chassis to keep up with the 
newer cars. In the early build, the straightforward controls offered 
good overall command of the vehicles, although the analog stick 
tended to under-steer if you blew a curve. The brakes felt a 
bit tight, but there is still tuning to be done to this 40 percent— 
complete build. This early call predicts that among driving games, 
Sega GT 2002 will roll in somewhere between Project Gotham 
Racing and Gran Turismo 3 A-spec. Xbox drivers could be in for 
a smooth ride. & 
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acquire a new nickname: 
Sir] 


Now that you're thinking of going to college, find out what it takes to become an officer. 
With Army ROTC, you'll not only graduate with a degree and a Set of gold bars, 
you'll develop the leadership and decision-making skills that can help you earn 

the salary and the respect. It’s time people started calling you by a different name. 
Log on to ARMYROTC.COM for more information. 


AR MY ROTC Unlike any other college course you can take. 


~K 


[U.S.ARMY }] 
ROTC 


©2002. Paid for by the United States Army. All rights reserved. 
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Developed by Sucker Punch 
Published by Sony Sicaknceia 


Sly Cooper and vy ~aitdhanaiamemlesauiebaata FIRST LOOK 
The Thievius Raccoonus 


IN ITS QUEST to discover the next Crash Bandicoot, Sony is about to resort to thievery. Sly Cooper 
is a thief and a raccoon who will star in his own PS2 platform-style action/adventure game. 

Sly will rely on stealth and keen puzzle-solving more than combat to recover his lost family heirloom, 
the Thievius Raccoonus. The TR, you see, is a book containing the complete record of the Cooper family’s 
tips and techniques for master thievery. As a raccoon pup, Sly witnessed the death of his father and the 

. theft of the Raccoonus at the hands of a gang of 
superstar thieves. 

Now the wily raccoon will track down these evil 
bosses in a forest universe that sports a unique- 
looking toon-shaded look. He’ll have to overcome 
aggressive booby traps, tricky obstacles, and other 
types of sneaky security stuff. The enemy AI. will 
also be tuned to react to the merest slip up by Sly. 
Sly Cooper and the Thievius Raccoonus could shape 
up to be a deep and engaging tale that challenges _ 
gamers to use their wits as well as their thumbs. 43 


BY PONG SIFU 


Prisoner of War (=e 


A Published by Codemasters 
CODEMASTERS’ Prisoner of War AS Target release date: June 


is looking bad-ass with its brain-over- 
brawns gameplay and immersive detention camp environments. As a downed American pilot incarcerated inside a 
Nazi prisoner of war camp, you'll use your cunning and resources to uncover the Reich's secret weapon program 
while trying to plan your escape. 

cn Reconnaissance will be critical to your mission—you'll need to memorize not only the camp layout, but also time 
schedules since sections of the emp’ will be accessible only during certain times of the day. Even more crucial will be 
| how well you interact with other prisoners and guards. In 
return for carrying out small missions, fellow inmates will 
supply you with pertinent information or equipment. You'll 
also be able to bribe some guards into helping you. 

Though the character models and textures weren’t quite 
up to snuff in an early build, developer Wide Games is never- 
theless creating richly detailed camps that are appropriately 
foreboding and oppressive. There were also camera issues, 
which should be tightened up before the game's release. Even 
if these quirks make it into the final version, Prisoner of War 
could still be an interesting addition to the third-person 
adventure genre. @ 
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BY DAN ELEKTRO 
ms 
Developed by Neversoft 
Published by Activision 


PLayYSTATION 2 GameCuse XBox 


Target release date: November 


IT’s UNDISPUTED: 
Tony Hawk’s namesake 
line of games has set the 
pace for every other 
action sports title out 
there. The fourth ses- 
sion of Pro Skater plans 
to build on what's right 
and tweak what could 
be better. The main overhaul will affect the career mode, which 
has traditionally been painfully repetitious. The new version will 
start gamers as amateurs who build skills and eventually hit 
personalized career milestones, such as Jamie Thomas's famed “leap of faith” and Tony Hawk’s famous 900. 

Each level will start in free skate mode, and interacting with pedestrians and other skaters will reveal tons of new 
goals, such as collecting the letters of COMBO in one continuous combo, busting tricks in a call-and-response skate 
demo, or zipping around to warn friends of an impending police 
crackdown. If that doesn’t mix up the formula enough, Never- 
soft is planning to throw in some mini-games—for instance, 
skate up to a tennis 
court and you'll be able 
to lob a few over the 
net, using your deck as 
a racket! Sounds pretty 
weird, but we'll all see 
if Neversoft can pull it 
off this fall. @ 


26 xi 
Skitehings 


BY MAJOR MIKE 


s Pew 
Primal WZ Y Developed by SCEE Studio Cambridge 


ae Published by Sony 
SO WHAT EXACTLY have the aoe se 46 Target release date: Winter 2002 


creators of MediEvil and its sequel 
been up to lately? The answer is Primal, a 3D 
action/adventure by Sony Computer Entertainment 
Europe that will present an intriguing combination 
of puzzle-solving and one-on-one fighting. The 
story will follow Jen, a seemingly ordinary young 
woman who, while searching for her missing boy- 
friend, discovers a parallel fantasy world that’s 
being overrun by demons. In the game, you'll con- 

| trol Jen along with 
a second character, 
the animated gar- 
goyle Scree. Jen will 
be the fighting half of the team, and Scree will be able to carry torches, climb walls, 
and possess statues. Half of the game’s challenge will be knowing which character to 
use in order to complete a specific task; the other half will be mastering the fighting 
engine, where Jen will have to call upon demonic powers in order to successfully 
vanquish an opponent. The entire game will take place in a demon world comprised 
of realms with environments that include snow, water, and lava. So far, Primal looks 
like fundamental fun. @ 


PLAYSTATION 2 
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BY PONG SIFU 


= Developed and published by Sega 
= Target release date: July 


HE UNDISPUTED CHAMPION Of madcap driving is returning in Crazy Taxi 3: High Roller, slated for release this 
summer for the Xbox. The West Coast and Small Apple courses from the first two games will return and be joined 
by the all-new Vegas-inspired Glitter Oasis level. The game will also 
feature four new characters and cabs, tons of group customers— | 9 b 
including boxers, waitresses, and men in bunny suits— and more | a 
addictive mini-games. The manic fun of the first two games was 
fully intact in the preview build, and the nighttime Glitter Oasis 
course was vast and dazzling. G : : 7 


& : . > 
Battle Houshin .. ee] = Developed and published by Koei 


4 
' { = Target release date: Now (in Japan); 
ESSENTIALLY A SIMPLER, - Coes September (in the U.S.) 


brighter, more bulbous GameCubey 
take on Dynasty Warriors, Koei’s latest stress-relief product will have you take 
on innumerable hordes of human soldiers, demon-wolves, electric jellyfish, and 
enormous bosses in giant battlefields, using simple-to-perform (but ridiculously 
huge) combos and beautifully outlandish magic spells. Like many Koei titles, 
—— Battle Houshin (the game will be called Mystic Heroes in the U.S.) a taal 
~~ _|_ is based on some facet of China’s ancient past—in this case, the (2A) SR ee 
. legend of Feng Sheng— 
though unlike in some of 
its games for those of stra- 
tegic alignment, you won't 
be staging any subversive 
Machiavellian diplomatic 
stunts—you'll mostly just 
smack things with super- 


enchanted mystery sticks. 43 
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BY PONG SIFU 


= Developed by Digital Illusions 


= Published by Microsoft 


‘fr = Target release date: 
ee Sh Fourth Quarter 2002 

ONSOLE GAMERS WILL be able to enjoy the guilty thrill of racing through city streets and smashing 
everything that gets in their way when Digital Illusions brings the newest installment of its Midtown 
Madness franchise to the Xbox this fall. Midtown Madness 3 will retain the same high-speed mayhem 
that the series (which was previously released only for the PC) is known for, and the action will rage 
throughout sprawling, fully interactive environments, including Paris and Washington, D.C. Besides shred- 
ding the streets in the single-player Blitz, Checkpoint, and Cruise modes, you’ll also undertake various 
missions in the all-new Career mode. 
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LETHAL NEW FIGHTING SYSTEM. 
INTENSE NEW FIGHTING EFFECTS. 
BRUTAL NEW FATALITIES. 


FALL 2002 


NINTENDO 
GAMECUBE. 
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TAKE AIM ON TERROR. 


i il is 
“This new Resident Evi 
ons scare the hell out of you! 


: i? 
fraid. Be very afrat 
Zz -Flectronic Gaming Monthly 


Created 


TURN OUT THE LiGHTs. Lock THE Door...LIVE THE NIGHTMARE ONLY ON NINTENDO GAMECUBE.™ 


MATURE 


Blood and Gore 


’~ NINTENDO 
Violence 


» GAMECUBE. 


CONTENT RATED BY 
ESRB 


ered trademark of CAPCOM 
. © 2001 Nintendo. 
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. BY PONG SIFU 


@ Developed by Yuke’s 
= Published by THQ 
= Target release date: Winter 2002 


PLAYSTATION 2 


ORLD WRESTLING SMACKDOWN! SHuT Your MoutTu will 
be the first game released under the revised WWE moniker, and Yuke’s is 
pulling out all the stops with new types of matches like Elimination Tag, an 
improved six-man multiplayer mode, and a deeper Create-a-Wrestler editor. 
Shut Your Mouth will also be the first Play Station 2 game to unite ex-VWWCW 
athletes with the current 
crop of Vince McMahon's 
superstars, and it will enable 
players to enter wrestlers 
into a WWE draft pool. 
World Wrestling Smack- 
Down! Shut Your Mouth 
could be the dream cross- 
over game that fans have 
been craving for years. 


= Developed by Eurocom 
ee] ™ Published by EA 
UROCOM, THE TEAM behind NAGY "Target release date: Winter 2002 


The World Is Not Enough for the 
N64, is in charge of the development chores for the newest Bond adventure, James Bond 007: NightFire. Armed 
with a veritable arsenal of spy gadgets and high-tech weapons, you'll travel to the Austrian Alps, the South Pacific, 
and even outer space as you work to take down a deceptively 
humanitarian environmental organization that has its eye on global 
domination. The game will feature an exclusive original story line 
and the same combination of shooting, stealth, and vehicular com- 
bat that made Agent Under Fire so popular amongst fans. J 
J A Ae? Saeee = i 3 


PLAYSTATION 2 GameCuse 


Note: All screens shown here are from the 
Xbox version. 


BY MAJOR MIKE 


® Developed by Angel Studios 


® Published by Rockstar Games 
OCKSTAR WILL BRING its ; Sei «0 Target release date: August 


Smuggler’s Run franchise to the 
GameCube under the tagline Warzones. Essentially a port of Smuggler’s Run 2: Hostile Territory for the PlayStation 2, 
Warzones will include all the single-player missions from that game in addition to six new multiplayer contests and 
an extra hidden vehicle—a motorcycle crossed with a hovercraft. Multiplayer action was fast and furious in the pre- 
—i ao ae Sa =view build with few instances of pop-up and draw-in, and the 


GameCuse 


\O5:0647 
Ee ak controls were remarkably easy to pick up. Unless anything radi- 
cally changes, Warzones will be a rock-solid offering in the 
‘ action/racing genre. 
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ROKHUSHO Ver. 


Face off aQainst the world's toughest /Medafi uc and their Medabots i in Nas acess 
high-tech contest that leads all the way to the World Robattle Tournament! 7 "7 


Features characters 
and-Medabots. seen on 
the-Medabots TV : 
2 ascet ee 


Mild Violence 


"Natsume" is a registered trag 
~-ticense:-Based-an the comp 


, Do you hg aye what it take to go all the wey 


LEADER E PARTNEF 
“with Seat Last or: 


Medapa fits! t 


,, GAME BOY ADVANCE 


| a _ “Serious Eun ig aohrade nark 
software bodarof produced by imagineet 


E Rights Reserved.Game Boy Advanceand the Game Boy Advance togo are trademarks of Nintendo. © 2002 Nintendo. 
The ratings icon is a trademark of the Interactive Digital Software Association. 


Create ind control your Exclusive Medabots 

own unique Medabot! Medaparts and Medals . 
Over 3 million available in each version: —e 
combinat of Medabots AX! et 


NATSUME’ 


Serious Fun™ 


www. natstime.com. — 
www.medabots.com 


eg inc. ©2002 Natsume Inc. Ahedabots" is a trademark of Kodansha and is used under 
rCo.. Lid. & Natsume*Go), Ltd--©-1997 Imagineer, Natsume. © 1999 NAS/Kodansha, TV Tokyo. All 
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Developed by I0 Interactive 


S " : Pye Published by Eidos 
Hitman ): Silent Assassin Nom eu Target release date: October 


IN HITMAN 2: SILENT ASSASSIN, you'll take on the 
role of Agent 47, a retired assassin who is forced back to his 
old ways by events beyond his control. Agent 47’s missions will 
ask you to stalk your marks in such exotic environments as 
Sicily, Japan, and India. You'll be able to use firearms like sub- 
machine guns and rifles or disguise yourself as a guard and get 
up-close and personal with chloroform or garrotes. Hitman 2: 
Silent Assassin will put your stealth and smarts to the test 

in October. G 


af 
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BY DAN ELEKTRO 


Shaun Murray’s Pro Wakeboarder |2*¢ ERI 


# ‘ Published by Activision 
WAKEBOARDING IS THE mon- AN Target release date: Winter 2002 


grel hybrid of skateboarding, surfing, 
and water skiing—but it's about to get its due as the next big action sport. Developed by Shaba Games (the folks 
behind Mat Hoffman’s Pro BMX), Shaun Murray’s Pro Wakeboarder will feature eight pros performing stunts in II 
locations. As you progress through the game, the boats that tow you will become more powerful, creating a larger 
wake —and that means bigger tricks. You can watch for manuals, flatlands, mid-trick alterations, and cool moves 
where you temporarily let go of the tow rope! (Gi) 


PLAYSTATION 2 GameCusBe 


FERS T LOOK 


Note: All screens shown here are from the PlayStation 2 version. 


Blade 2 | ©): Developed by Mucky Foot 


: Published by Activision 
More MARVEL Target release date: Fall 2002 


Comics—licensed 
mayhem will ensue with Blade 2, which is being developed for both the PlayStation 2 and Xbox by 
the British development team Mucky Foot. Armed to the teeth with vicious martial arts abilities and 
~an arsenal of vampire-punishing weaponry, you'll play as Blade, a half-man, half-vampire himself, and 
try to thwart the vampire nation from propagating an army of tiber-vampires called Reapers. The 
game will feature an advanced, multidirectional fighting system that enables you to take on swarms 
of bloodsuckers at one time. You can expect nerve-slicing action and, hopefully, lots of bloodletting 
when Blade 2 is released this fall. 


PLAYSTATION 2 XBox 


FIRST LOOK 
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= Developed and published by Namco 


@ Target release date: 
Fourth Quarter 2002 


PLAYSTATION 2 


LREADY A HIT in the arcades, Namco’s Alpine Racer series 
will finally make an appearance on the PlayStation 2. While the 
humongous ski controller that’s now synonymous with the arcade 
version may not be packaged with the game, Namco does pledge 
that nine real-life courses, which are located in the European Alps, 
oe and one fantasy course will 
ono __~| be included in this home 

Z ine, acer version. Buckle up the boots 
can] Wa a A" gM) and get ready for a fast ski 
coe) MS git S/d trip in Europe's premiere 
BY ai \ ell | snow park. G 
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BY AIR HENDRIX 


® Developed and published by Codemasters 


@ Target release date: 
Fourth Quarter 2002 


PLAYSTATION 2 


LTHOUGH RALLY RACING is far from popular 
in the U.S., the Colin McRae series earned a well- 
deserved reputation among racing fans. It all boiled 
down to the handling: Few racing games before or 
after have ever delivered such a sublimely responsive 
and ultimately addictive feel. With this third install- 
ment, Codemasters is focusing on blowing out the 
graphics while maintaining the already-impressive 
physics and A.I. The Ford Focus will return as the 
primary car as you play 
McRae in pursuit of the 
world title. Colin McRae 
Rally 3.0 should rank as 
one of the holidays’ top 
racing prospects. (Gr) 


Ween 


Note: All screens shown here are 
from the Xbox version. 
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HE SIMS WITH fur? 

Animaniacs scared straight? 
Hello, Kitty... Doggie... 
Piggie...? Animal Crossing 
will be basically an epic 
game of life, and like life, 
once you start, the inter- 
nal clock doesn’t stop! 
You'll play in real time as 
the only human citizen in an animal fantasy land. Your 
mind-boggling array of never-ending life tasks will include 
buying a house, performing odd jobs, beautifying your 
community, and a whole bunch more. You'll even collect 
old NES games, which you'll actually be able to play on 


BY BROTHER BUZZ 


= Developed by EAD ‘G 


= Published by Nintendo 


GameCuse 


Tom 


your Game Boy Advance, and scan collectible cards for Nothing! 
bonus stuff. Looks like Nintendo is standing out from the I’ve got nothing! 


herd again, this time to bring out the animal in you. Gr] 


HE DARK KNIGHT will return in Kemco’s Batman: Dark Tomorrow, 
which will simultaneously release on the three major consoles in November. 
As the legendary Caped Crusader, you'll prowl Gotham City, using all of your physical and intellectual resources as 
well as an arsenal of bat-gadgets to uncover the truth behind Commissioner Gordon's disappearance and stop a 


ee ed 


NINERS et! 
. oo . 
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Nada! Zero! Zip! Zilch! 


BY PONG SIFU 


= Developed by HotGen Studios Limited 
(PS2, Xbox) and Kemco (GameCube) 


al Published by Kemco PLaySTATION 2 GameCuse 


= Target release date: November 


) &e 


crime wave that has engulfed the city. If these screenshots are 7 es 
indicators, you can expect gorgeous renderings of Gotham 
City and its hosts of criminally deranged denizens. J 


Note: All screens shown here are from the GameCube version. 
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BY MAJOR MIKE 


®@ Developed and published by Capcom 


: . ° & ° PLAYSTATION 2 
KIN TO Resident Evil Survivor, ih ataaetiataidi ila car 


Dino Stalker will take the Dino Crisis 
series into the realm of first-person gun games. In Stalker, you'll be armed with : 32 2h 86 
a pistol and other weapons, and blast consecutive waves of attacking dinosaurs — | 
T-Rexes, Pterodactyls, you name it. Unlike other gun games, though, Dino | ; 
Stalker will enable free movement, so you won't travel on rails or be stalled | jj. ¢ eine 


IS 55725 ie static screenssothat [i |, A J = 
: things can jump at you. . | A fe = 
In the preview version, , =< ® = 
using the PlayStation 20 vices | on 
© cme) eet) es Come 9 J! 
controller was cumber- a me ye 
some yet manageable, & 
but playing with the ‘ad os 
GunCon 2 made for a e 1 = 
more enjoyable experi- & = 
ence. The hunt begins PA — 
in September. J e’s =a 
5" 
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® Developed and published by Namco 
= Target release date: September PLAYSTATION 2 


UST OFF THE GunCon 2—there’s finally a reason besides 
Time Crisis 2 to own it! Ninja Assault will come straight from the 
arcade to the PlayStation 2 with enhanced gameplay and an unusual 
story. Set in feudal Japan, it’s the tale of three ninjas who must 
rescue Princess Koto from scores of nasty demons. What stealthy, 
skilled ninjas have to do 
with a light-gun shooter is 
anyone's guess, but players 
will get console-only good- 
ies like new levels, game- 


a 's\ ae 7 ae play modes, and rendered 
SAE: Ne et 4 cut-scenes. 3 
UMM 
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BY BAD HARE 


®@ Developed and published by Namco 
@ Target release date: October 


AC-MAN WoORLD 2 was the little game that could last 
year—its strong showing on both the PlayStation 2 and Game- 
Cube have earned it not only critical praise but also a run on the a are 
Xbox. It might seem like yet another hop-n-bop game, but the ‘te )@ 

a 


other versions were quite refreshing and original. In addition to 
pellet-chomping and ghost-chasing, Pac-Man will swim, skate, and 
pilot a submarine while seek- Sa, 

ing out the Magical Fruit. Nee & narra” 
Looks kiddie, plays killer— : we ae 
or at least it did on the other 
platforms. Xbox owners will 
know in October. G 
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Developed by Genki 
Published by Phantagram 


Phantom Crash . SN Target release date: waa FIRST LOOK 


IF GAMES HAVE 
taught us nothing else, 
it’s this: When the cal- 
endar says 2031, you 
can bet a good chunk 
of Japan will probably 
be a dump. Sure enough, 
Phantom Crash will 
suggest a future Tokyo 
where the dilapidated 
city has become a play-_ | : ee — | 
ground for “Rumbling”— bho: 2 cies: ae 
a televised battle sport where heavily armed (and when equipped with 
optical camo, semi-invisible) mech “Scoobees” blow each other to smith- 
ereens. Players will get to build their own Scoobees, and the fast-paced 


game will feature all-new mech designs—but can it withstand Microsoft's 
Mech Assault? 


BY BAD HARE 


ny 
Tetris Worlds Z = Developed by Blue Planet Software 


 - Published by THQ 
QuICcK—THINK OF a any? £ Target release date: Summer 2002 


game that can take advan- 
tage of the power of the GameCube. You thought about Tetris, a sedate, 2D puzzle game, right? Well, 
maybe not, but don’t knock it—Nintendo and Tetris have a long-standing history, so it’s only proper that 
Tetris Worlds should materialize on the company’s latest console. The latest variation on the classic puzzler 
will feature six variations (including Hot-Line Tetris and Cascade 
Tetris), four-player support, and as its title suggests, six worlds in 
which to drop bricks. The eye candy looks good, so far.... @ 
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Developed by Yager Development 
#. Published by THQ 
MAGNUM TIDE SOUNDS like ee Target release date: Summer 2002 


either a Transformer or a very power- 
ful laundry detergent, but it’s neither—it’s the name of the freelance fighter pilot that gamers will play in Yager, 

THQ's newest 3D aerial combat game. The story will involve unknown forces that are trying to mess with the 2Ist 
century world, but the focus on close-to-the-ground flying should give the 
game a unique feel. Try to conceive a first-person shooter combined with a 
fighter sim, and you’re on the right track. Add a malleable story 
line, 20 characters, and 25 missions, and Yager could well be- 
come one to watch later this summer. J 
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Live: 2eEtE LEGEND 
OF KING ARTHU R. 


=< Sneak Preview @www.legion.midway.com 
3 PlayStation.2 

1 con 

: iSEGION 

: EXCALIBUR. 

E 144 


EPIC ACTION LETS YOU SLASH YOUR WAY CAST MIGHTY SPELLS AS MERLIN, INTENSE STRATEGY IS THE KEY TO VICTORY Wiclanes 
TO VICTORY AS KING ARTHUR, WHO WIELDS THWARTING EVIL WITH MAGIC AS THE AS YOUR TROOPS LAY SIEGE TO ENEMY 2 Sais 
EXCALIBUR IN A RUTHLESS CRUSADE LEGEND UNFOLDS WITH LEGION’S FORTRESSES AND HELP RESTORE GLORY TO aiticinns 
THROUGH HEROIC BATTLES. ROLE-PLAYING EXPERIENCE. THE KINGDOM OF CAMELOT. 
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Maximize your video gaming fun! Make the right 
purchasing choices by knowing exactly what 
kind of content is inside each game. 


—@-PilaySmakt 


The ESRB Ratings Guide 


The interactive electronic enter- 
tainment industry utilizes a volun- 
tary rating system developed by 
an independent organization— 
the Entertainment Software Rating 
Board (ESRB)—so consumers 
know what to expect before buy- 
ing a video or PC game. The fol- 
lowing is a quick key to the most 
common ratings; for a complete 
description, check out the ESRB’s 
Web site at www.esrb.org or call 
800/771-3772 for more information. 


MATURE 


Dino Stalker 


Counter-Strike: 


MATURE 
Condition Zero By Sierra 


By Capcom 


Condition Zero will be a sequel to the Dino Stalker will really be about two 


much-heralded online first-person things: blood and shooting. The ma- 
shooter that contained simulated jority of your targets will be scary- 
gun battles involving terrorist and looking dinosaurs that want to rip 


antiterrorist models shooting off you to pieces, so there will be plenty 


ESRB 
a We 


the latest modern-day weaponry. of weapons you can use to blow apart, 


This new version of Counter-Strike fry, shock, and ventilate your enemies. 
will have more weapons to choose There will be no sexual content or 
from, plus the same amount of foul language in the game. 
violence, including head shots and 


other deathly animations. 


EVERYONE Titles rated Everyone (E) 
have content suitable for 
persons ages six and 

esme Older. These titles will 

appeal to people of many ages 
and tastes. They may contain 
minimal violence, comic mischief, 
or crude language. 


TEEN 


® 


Games rated Teen (T) 
are suitable for ages 13 
and up. These games 
could have violent con- 
_ tent, strong language, and/or 
suggestive themes. 


CONTENT RATED BY 
ESR s 


MATURE Games rated Mature (M) 


are appropriate for older 

gamers, generally 17 and 
esne Up. Mature-rated games 
' may contain more intense depic- 
tions of violence, stronger lan- 
guage, and, on rare occasions, 


sexual themes. 


oe ‘ATING PENG The Rating Pending (RP) 


icon may appear in early 

meme] reviews of soon-to-be- 
waa released products. Look 
oe actual ESRB Hos icon on 
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GamePro understands that par- 
ents care about the content of 
the video games their children 
play. That’s why every review 
printed in our magazine and 
posted on our Web site lists 
the ESRB rating. Below, we’ve 
circled this rating in a sample 
review box to help readers lo- 
cate it throughout GamePro. 
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Note: Previews do not carry an ESRB 
rating as games are often not rated until 
theyre ready for review and purchase. 
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Hunter: The Reckoning 
By Interplay 


Hunter: The Reckoning is an extremely 
gory action game that features a variety 
of realistic weapons—chainsaws, flame- 
throwers, shotguns, and more—and 
the ability to sever limbs and heads 
from your undead opponents. One 
level takes place at the site of a rave, 
and the zombies there were once 
young women. It’s worth noting that 
the blood can be turned off. 


Resident Evil 


MATURE 
By Capcom 


Just because it’s on the system that’s 
best known for Mario and other 
cute family characters, Resident Evil 


CONTENT RATED BY 
ESRB 


isn’t for younger players. This game 
has a substantial quantity of blood 
and gore. Most of the plasma that’s 
spilled, though, is that of your adver- 
saries, who consist of monsters and 
other unreal creatures. Nevertheless, 
this game—similar to others in the 
series—would be very scary for the 
younger or more impressionable gamers. 


Note: Some box art may not display final ESRB ratings. 


MATURE 
Mw 
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Legion: The Legend 
Of Excalibur By midway 


Legion features lots of hack-n-slack 
medieval gameplay with some visible 


PlayStation.c 
blood effects. Most of the violence, 


LEGION. 


however, is fantasy-oriented—players [agai 
attack scary foes like skeletons and 

the evil armies of Morgan le Fay— 

and slain foes disappear after they hit 
the ground. As violent games go, this 
one is fairly soft, and the player char- 
acter (King Arthur) is about as valiant 


and virtuous as they come. 


MATURE 


Way of the Samurai 
By BAM! Entertainment 


An open-ended adventure, Way of 
the Samurai has you making lots of 


CONTENT RATED BY 
ESRS 


; PiayStation.c 
moral judgments about who to save 


and who to slaughter, so you can ex- 
pect plenty of sword-based violence 
and fighting. While the game features 
lots of blood—it flows pretty freely SARA 
from your enemies’ wounds— it also 
features an option that enables you to 
turn it off at the main menu screen. 


ESRB RATINGS FOR ALL GAMES REVIEWED IN THIS ISSUE 
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Inthe cockpit of Fireblade there is one goal: use whatever means available to annihilate the terrorist cells Flaming up around the globe. Battle 
‘ through 18 Missions in 4 campaigns at the helm of the carrier chopper or the Vendetta attack copter and unleash a barrage of hi-tech deadly 
weapons. Go turbo, or remain undetected from enemies in stealth mode. To win the wor, you've got to end the war. Attach and destroy! 


Blood and Gore : . : 
Witness the explosive action of Fire Blade firsthand at: 


PlayStationec fireblade.midway.com 


MIDWAY and the Midway Logo are registered trademarks of Midway Amusement Games, LLC. Used by permission. Fireblade is a trademark of Midway Home Entertainment Inc. 
"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. - 


Violence 


CONTENT RATED BY 
ESRB 


Fireblade © 2002 Midway Home Entertainment Inc. All rights reserved. 


Freekstyle takes high-octane motorcycle racing and incor- 
porates the challenge of performing accurately timed tricks 
on jumps, adds cartoon versions of famed bikers like Mike 
Metzger and former Miss Supercross Leeann Tweeden, 
and tops it all off with nine completely bizarre, beautifully 
designed levels. A giant hedge maze (complete with 
enormous garden gnomes), an old factory, and a high- 
rolling criss-cross course inspired by Las Vegas are just 
a few of the locales you'll never see on the X Games. 
Even the traditional-looking mountain courses are en- 
hanced by floating platforms, huge stunt ramps, bonus- 


point targets, and tons of shortcuts. 


i 


Freekstyle’s greatest asset is speed. The game positively flies 


"OPIARY CRABS, RINGS Of fire, and giant 
# gnomes are all par for the course in Freekstyle, 
EA Sports Big’s fast and funny take on freestyle 
motocross. If you thought SSX was a little too 
tame for your tastes, you're in for a treat. 


by with smooth character animation and absolutely no slow- 


down. Motion blur is used judiciously (a gaming rarity lately) 
As you pull off stunts, the prerequisite Freekout meter b 
and you'll burn around the track—literally—teaving a trail of fire blazing in your wake. 

The soundtrack features the kind of amped-up heavy metal 
you might expect—the songs will seemingly do anything to get 
your adrenaline pumping and make you angrily attack each jump. 
The opponent A.l. is quite good (sometimes races are decided 
by hundredths of a second), plus there's a split-screen two-player 
mode. The controls prove flexible but solid—the game has 
a real pick-up-and-play vibe that will appeal to casual gamers, 
but enough depth (especially in performing the tricks) to make 
veterans feel like they're being rewarded for their skill, 


Sure, you can call it “SSX on dirt”—and that’s not an 
insult. The games share a go-for-it attitude and an 
instant accessibility that most other games lack. It’s 
fantasy fun, pure and simple. After years of ho-hum, 
me-too motocross games, Freekstyle has finally bro- 
ken the vicious cycle with its own vicious cycles. 


GRAPHICS 4.0 


Smooth animations of insane tricks and 
a tattooed track design give Freekstyle 
a truly dangerous look. The program- 
mers get extra credit for not going over- 
board with motion blur. 
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The adrenaline-soaked aggro-metal 
soundtrack sets the mood perfectly but 
never gets in the way. The bikes sound 
surprisingly like angry lawn mowers— 
which is to say, accurate. And for once, 
the announcer isn’t annoying! 


, and you'll see some nice glass and fire effects. 
uilds; perform a super stunt when it’s active, 


FUN FACTOR 45 


It doesn’t get much easier—or more 
arcade-like—than steering, boost, and 
a handful of trick buttons. Still, finesse 
moves like powersliding and managing 
the angle of jumps are rewarded. 


Freekstyle is the game motocross 
wannabes have been craving for 
years—and it’s just what you'd expect 
from EA's Big series. Toss the sim ele- 
ments to the wind, rev up for wild 
tricks, and get your freek on. 
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HE LIFE OF the samurai 


~— BY STAR DINGO 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


Developed by Acquire 
Published by BAM! Entertainment 


$49.99 
Available now 


Adventure 


2 players 


is one of modesty, patience, 


and discipline; to follow 
Bushido, one must shun the new and 


Vag 
aus 


fashionable and embrace the hard- 


earned truths of the past. Way of the 


Samurai is a game that practices what 
it preaches. 


This game is best described as an interac- 
tive homage to the films of Akira Kurosawa 


and Toshiro Mifune, movies about identity- 
free ronin who stumbled into town 
one day and left a big ol’ bloody 
honorable mess in their wake. Samurai puts you in the role of that wander- 
ing guy, drops you in a place called Rokkatsu Pass, and leaves the rest com- 
pletely up to you. 


In keeping with its filmy roots, Way of the Samurai is a very short game (a single play-through 
shouldn't take you more than two to three hours), and Rokkatsu Pass is a very small territory, but 
Samurai’s simplicity is a blessing in disguise. The real joy lies in the replay as you experiment with 
events and conversations in a Groundhog Day-style effort to try to get things “right” the next time 


around. Unfortunately, you get only one shot each game —if you should die stupidly along the way, 
it's sayonara, Sanjuro. There are no second chances or mid-game save points to bail you out. 


*heubohachi Nakamura 
irom tndicctnmrictetnie Liftahrcnotoneinmontint 


oe one eee 


Samurai’s presentation is rough but aesthetically pleasing. The backdrops are 
crisp and beautiful with lots of depth and nice day/night cycle effects, but the 
character models are a bit crudely constructed, and PS2 aliasing taints every- 
thing. Battle sound effects are solid, voice-acting is limited to minor grunts, 
and the music is wonderful—an 
orchestral blend of soaring violins, 


et i Vt 


RTT LL flutes, and Spaghetti Western twang- 


ing guitars that lends lots of movie 


"kofuku-rekken — atmosphere. 


The control isn’t very forgiving at 
first—random camera angle switches leave 
you confused, and the weird “off balance” com- 
bat system comes off as clunky—but patience 
is duly rewarded. After the fourth or fifth 


play-through, combat begins to click, and 


you'll be constantly surprised by the seem- 
ingly endless depth and variety of moves, 
stances, combos, and sword techniques at 


you may join us your disposal. The defense system alone 


~ the Kurow Family. 


tenses tienen 


is more complex and subtly nuanced than 
that of your typical fighting game. 


Way of the Samurai is a uniquely great game in 
its own composed, disciplined manner— it’s the 
video game equivalent of a critically acclaimed indie 


film set adrift in a sea full of summer blockbusters. 
Don't be surprised if a small, dedicated flock of disciples 
come to learn its Way. G7) 


GRAPHICS 4.0MBSOUND  ———s 4.5 I. CONTROL 4.5 [i FUN FACTOR 4.5 


The backgrounds are lush, and some 
areas look remarkably like paintings, but 
character models could use more poly- 
gons and a little polishing. Then there’s 
that whole PS2 aliasing problem. 
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You'll find good battle sounds effects 
and minimal voice-acting, but the music 
is excellent—a nice combination of East- 
ern and Wild Western sounds that’s 


greatly responsible for the game’s 
“movie atmosphere.” 


Frustrating camera switches and some 
clumsy walking controls are minor an- 
noyances, but once the deeply nuanced 
combat system “clicks,” you’ll con- 
stantly be discovering new techniques 
and skills. 


In an era when adventure games strive 
to be longer, flashier, and more epic 
than everything that’s ever come be- 
fore, Way of the Samurai stands out for 
daring to be none of those things. 
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Pure speed. 
Pure combat. Pure action. 


Global warming threatens life on earth. Frozen regions of Siberia have melted, 
submerging entire-countries. As part of an elite group of pilots assembled by the 
World Alliance, your mission is to take out the World Order Reorganization Front, an 


organization that exploits natural disasters for its own benefit. Prepare for take Bt. SS 


- “ « 
cael = +. 
ye peace | 


od 


Experience G-Force Choose from 4 views: cockpit, Engage multiple enemies in a 
using the controller. cockpit without meter, small and large. variety of death-defying missions. 


PlayStation.2 z= aA & Sammy 


Entertainment Inc. 


EVERYONE 


Mild Language 


Violence Game & Software © 2001,2002 Asmik Ace Entertainment, Inc. LETHAL SKIES™ is a trademark of Asmik Ace Entertainment, Inc. Published by Sammy Entertainment, Inc. Sammy is a registered Trademark of Sammy 
Corporation. Customer Support by Sammy Entertainment, Inc. F22 Raptor, F-16 Fighting Falcon and C-130 Hercules are Trademarks of Lockheed Martin sl sae used under license to Asmik Ace Entertainment, 
Inc. Licensed for play on the PlayStation® 2 computer entertainment systems with the NTSC U/C designation only. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment, 
Inc. All rights reserved. The ratings icon is a registered trademark of the Interactive Digital Software Association. All other trademarks and trade n james are the properties of their respective owners. 


Developed by Pitbull Syndicate 


ey pROReVieUS Fi pm cs sane come i 


a Published by Atari 
oe MMMM 1 BOY, ANOTHER PS2 Wo] = $49.99 Racing 


a 
street racer! Still, the flawed at mvANAEES Da 2 payee 
but well-intentioned Test Drive 
makes it worth getting behind the 
wheel, if only for a rental. 


BACH ‘ BLACH 

The lack of a number on this version 
of Test Drive is significant—it’s time 
for the 15-year-old franchise to start 
over. The rebirth borrows elements 


PROTIP: When the Salis s are in hot 
pursuit, drive dangerously close to 

other cars and obstacles, and try to 
make the cops crash. from Midnight Club, Gran Turismo, 


and its own past, placing players in 

the guise of Dennis Black, a hotshot 
driver recruited to drive in under- be ale | fee > 
ground street races called “test PROTIP: Don't wah out at t the start- PROTIP: To maintain speed, ease off 


drives.” It’s arcadey all the way as ing line! Accelerate slowly or your car — early on a corner, then accelerate be- 
will lose traction almost every time. fore you actually complete the turn. 


you squeal through the streets of 
San Francisco, London, and Tokyo, dodging the law while jumping off ramps and plowing through lamp poles in licensed 
cars from Toyota, Plymouth, Chevrolet, and more. In a nod to the original PC game from 1987, some races arm you 
_ en with a radar detector and challenge you to outrun the fuzz. 

os. Thee tat foe cnn Test Drive delivers in fun gameplay but comes up a bit short in everything else. The graphics don’t sparkle; at 60 
the sidewalks that are just waiting for frames per second, the game moves as smoothly as gamers now expect, but it lacks real visual flash. Engine sounds 
your tires. could be more powerful, and the schizophrenic soundtrack is a mishmash of sample-heavy dance, sanitized rap, and 
mallternative metal. Controlling the cars doesn’t prove problematic—the analog controls are nice and 
responsive — but the physics are unsatisfyingly bouncy. 


rune or unwus rir rungs 
Test Drive needed this reboot, and the gritty, 
underground-racing angle isn’t bad; it 
just doesn’t feel as thrilling or 
daring as it should. This could {9 a 
have been The Fast and the | 
Furious:The Game, but even 
with a narrative and some 

video segments, the game 


PROTIP: On the first five races, use the fast- leaves the player wanting 
accelerating Supra on tight-turning circuit tracks, 


. ‘ more. It still merits a rental 
but use the high-horsepower Hemi Cuda for wide- 
open linear races. to see for yourself. Gr 


men 
Anie 34) 


| ae, ey | . Dy 8V Four-evep DRAGON 
. Cae GRAPHICS SOUND _CONTROL _ FACTO! 
UFC: Throwdown Bae = rasistes by cov . : 
ULTIMATE FIGHTING CHAMPIONSHIP is a mixed martial-arts extrav- $49.99 Fighting 
aganza that is as exciting to watch on TV as it is in real life. Too t bad UFC: ieee a ees 
Throwdown doesn’t mirror those thrills. 
Throwdown puts you in control of UFC champs of today and yesterday in an bani erat Each combatant has his 
own n style of fighting like jiujitsu, kickboxing, and wrestling. Moves are distinct and look realistic enough, but the over- 
all visual presentation still falls short. The characters are sloppily 
animated, and when the camera zooms out, the fight is shown in 
_an odd, blurry style that mars the action. As for audio, the disap- 
pointment of the scarce grunts and moans is eased by the slick 
voice of the announcer, Bruce Buffer. 
There are plenty of fighting moves to learn just by using four 
buttons, including counters, grapples, and a variety of punches 
and kicks. Unfortunately, the Career mode—where you build up_ 


PROTIP: To get an opponent on a 
, | back mount, counter his punch when 
your customized brute —doesn’t enable you to learn those cool —_ you're on him with a full mount. 


moves in an effective way. Still, once mastered, you can execute some vicious and realistic hits. 

All told, Throwdown looks and feels like it was rushed in development. If you want a great UFC 
experience, watch the event on pay-per-view—you'll save money and still have enough cash to play 
so your opponent won't counter your punch or kick, | hrowdown as a rental, which is certainly how it’s best enjoyed. G 


PROTIP: Mix up your attacks as much as possible 


GAMEPRO AUGUST 2002 WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


pssvverssrescesea ftesesetnss thes rei atte manne aa 


"GRAND THEFT AUTO 3 EXPANDS THE VERY IDEA OF WHAT A GAME 
HAS TRADITIONALLY BEEN." 


- IGN.COM 


—— "AN AMAZING GAME." 


\ MAFIOSO MASTERPIECE" 


ACTUALPGSCREENSHOT sts ae - MAXIM 


NOW AVAILABLE FOR 


WWW.ROCKSTARGAMES.COM/GRANDTHEFTAUTO3 
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Strong Language 


CONTENT RATED BY 
ESRB 
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“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The Mature icon is a registered trademark of the IDSA, and is used through a license from the IDSA. © 2002 Rockstar Games, Inc. Rockstar Games and the 
Rockstar Games logo are registered trademarks of Take-Two Interactive Software, Inc. Rockstar Games is a subsidiary of Take-Two Interactive Software, Inc. All other marks and trademarks are properties of their respective owners. All Rights Reserved. Note: 
Rockstar will be following IDSA guidelines for M rated games in the marketing of this game. This game contains violent language and behavior and may not be appropriate for persons under the age of 17. It is a comic interpretation of gangster activity and the 

story, names and incidents portrayed herein are fictitious. No identification or similarity to actual persons, living or dead, or to actual events is intended or should be inferred. Any resemblance is coincidental. The makers and publishers of this videogame do not 


in any way endorse, condone or encourage this kind of behavior. 
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Developed by Metro 
Published by THQ 


Britney’s Dance Beat Pon 52.0 -_ 


Available now rhythm 
BELIEVE iT— BRITNEY’ s DANCE BEAT offers just the kind of chal- ie 


lenge that PaRappa and Bust-A-Groove fans crave. You might scoff at the 
teenybopper license, but this game actually delivers. 

Players assume the role of a dancer auditioning for Britney’s upcoming tour. If you wanna make the 
cut, you'll have to prove that you can hit the buttons to the rhythm. That starts out easy but gets pleas- 
antly difficult as the game progresses. As you build combos, you'll automatically send small attacks over 
to your opponent to make them mess up—and vice versa, of 
course. Button icons that change moments before you tap them 
make the game surprisingly rewarding. The controls respond — 
great if you have the skills, but don’t bother using a dance pad. 

The clean graphics don’t push the PS2’s capabilities, but Britney 
herself shows up as a hi-res digital model if you do really well. 
Britney's videos play in the background but aren't, um, in sync 
with the all-Spears soundtrack. Britney chimes in to offer en- PROTIP: You'll have the best luck 


-couragement like, “Don’t stop!” in her slight drawl, too. using a PS one controller since the 


Put your prejudices aside and focus on the gameplay. Pop PROTIP: Keep your eye dctisedl on Dual Shock 2's soft-pressing analog 


the meter. Unfortunately, if you stop to buttons can throw your rhythm off. 
princess be damned, Britney’s Dance Beat is one of the better eily sical rewards Mie Bitney’s visits. 


hepenyoun games out there. you'll mess up. 


ie : c | BY DAN ELEKTRO 

mn " : : = é be : ws ° FUN 
LL. ve & : : b oot i m Developed by 7 Studios GRAPHICS SOUND _CONTROL __ FACTOR 
Legion: The Legend of Excalibur (2° batten = 
LEGION: THE LEGEND OF EXCALIBUR isa visually attractive hybrid BORN | = $49.99 seat 

action/RPG/RTS. However, looks aren't everything, and the game falls directly eae x @ Available now aeons apo 

on its noble ass. 


The mission-based gameplay features the stilted structure of a real-time strategy game—go here, do this, =~ : Growsahne Caaf or 
be se : Town © © .2USaAder 
but if you make one mistake, you may doom yourself to immediate failure and have to restart at the beginning | fu. Euspieeece crowd os ab | 


the wearer's combat: 
+] Attack +2% Delete 


of the level. Also like an RTS, Legion has somewhat clunky controls to direct your knights during battle through | ee. *Lhitpoint every seconds 
a” Arash ———-1_ the 12 lengthy levels. Items and experience are collected along the way, Ss | 
boosting character strengths and thereby fulfilling the RPG element. 
Despite a beautiful, anti-aliased 3D world full of nice character anima- 
tion, Legion features some of the worst voice-over work heard in ages. 
Most characters feature horrible fake British accents, while Arthur, sup- 
posedly the King of England, lacks one altogether. Pitch-shifted battle 
cries don’t fool anybody, and the dreadful death rattles sound more like 
teenagers vomiting. PROTIP: You need the Crown of the Cru. 
With not-so-bright enemy A.l., interacting with the enemies isn’t Sader, hidden on level 1, if you want to sur- 


really much fun, no matter how many can be crammed on the screen vive level 2. After you get Excaliur, take the 
lower-right bridge out of camp and follow 


PROTIP: To stop the enemy's ad- 
vance on level 2, set the wooden 


bridge on fire with the dragon spell, at one time without slowdown. In short, Legion won’t make you want the path to the end. 
then go up and around. to swear allegiance to the king so much as just swear. 
: ‘4 ; 2 FUN 
Endgame © i = Developed by Cunning Developments eS SO _ Coma ACTOR 
\ Te ae Published by Empire Interactive [GGG 
THOUGH LIGHT-GUN VETS will find it lacking, Endgame has enough go- Mn * 349.99 Shooting 


~ ing for it to warrant a go as long as you already own a GunCon or GunCon 2. alee @ Available now 2 players 
It offers players a conspiratorial narrative that strings together the various locales and a 
fun trio of retro-pulp science-fiction mini-games called Mighty Joe Jupiter. But Endgame itself lacks the gameplay 
variety and manic energy of other light-gun games, such as 
House of the Dead and Time Crisis Il. As a result, it feels flat 
and grows a bit monotonous by the third stage. 

The graphics engine does produce some keen environ- 
mental damage and animations for location-specific bullet 
injuries, and although the overall visuals are polished, the 
colors seem bland and subdued. Remember the crazy camera- 
work that made the motorboat sequence in Time Crisis Il so 
exhilarating? Well, there’s nothing quite that frantic in End- 
game since during shootouts the camera always stays still. 
The game throws ample amounts of enemies at you but 
feels sluggish overall. 

Don’t get the Sifu wrong, though—while not as deep or fine-tuned as it could 


PROTIP: Shoot gas tanks to take out 
multiple enemies at once. 


“gaaaa) 60 as a . 3BeOowp 


PROTIP: Duck ° cover immediately after you see 


the circular yellow light appear from your enemy's : oe 
gun-it means he’s going to fire directly at you. have been, Endgame is quite fun in a low-budget action movie kind of way. (G 
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www.modifierscars.com 


1399 MITSUBISHI ECLIPSE GSX 


FULLY4 
SYSTEM 

* ADJUSTABLE SUSPENSION 

+ REMOVABLE WHEELS & TIRES 
REMOVABLE BODY KITS 

REMOVABLE SEATS 

REMOVABLE EXHAUST 

REMOVABLE INTAKE 


RYAN DUNN 


FEATURING TODAY SHOES mGchh MANULACTURERS 
&4OFFICIRELRY, 


AEM - EIBACH - TSW - TRAILMASTER - GREDODY - FABTECH - KMC - COLORADO CUSTOM - INJEN - TANABE - INTRAX - SPARCO - OC SPORTS - YOKOHAMA 
HOLLEY - AXIS - KONIG - VOLK - APEXi - RH EVOLUTION - AMERICAN RACING - KAMINARI - MOTEGI - MEGUIAR'S - RK SPORT - BILSTEIN - VORTECH - NITTO 
WELD - MAIDO - HOSE TECHNIQUES - STILLEN - RACING HART - LOWENHART - GROUND DESIGNS 2000 - NEUSPEED - L-SPORTLINE - MACKIN - DJM - K&N 
FILTERS - MICKEY THOMPSON - BORLA - RO_JA - BOMEX - TECKADEMICS - ADVAN - BF GOODRICH - QUANTUM TEK - ALBA - EPIC 


abe Tis sae and towns. . But the visual show stops etd —entire keels aren’t sharp or radically detailed 


BY BAD HARE 


Developed by Kuju Entertainment GRAPHICS _SOUND___CONTROL FACTOR 
Published by Midway 


ie aca o, B24 0 549.99 Flight 
= ig Available now shooter 
FIREBLADE LETS GAMERS com- ; 7 | player 


mand a state-of-the-art military helicopter — os 
even though the game itself doesn’t do much to ommadl 
your attention. In case you were wondering, Fireblade i is the 
name of an antiterrorist military force on assignment to wipe 
out the bad guys, and in classic get-them-before-they-get-us 
fashion, you have to take out terrorist cells, training camps, 
PROTIP: Use thermal Imasing on the | ‘and weapons factories with your super-duper helicopters. 
third mission as you snipe all infantry’. The 18 missions call for both stealth and all-out attack-and- 
and disable enemy vehicles with the defend tactics, so you’lPhave plenty of stuff to blow up with 
EMP cannon. your rail gun, swarmer missiles, and other explosive goodies. 
lt sure does sound like it could be fun, but it’s not. The graphics are merely passable with the notable 
Crap of a fairly cool thermal i imaging mode, which comes into play in some missions. That's not 
helped by the weak, hackneyed voice-acting and uninspired music that sounds like it was cut from a 
made-for-TV. 1970s war movie. The awkward flight controls cannot be reconfi igured much (just tweaked PROTIP: Dumb-fire rockets are plentiful, and you can 
| slightly), and the all-too-linear mission structure makes progress frust trating instead of fun. _ re-supply them by taking out.enemy vehicles. fe ised re 
_ Ultimately, there’s nothing to make Fireblade stand out— it’s like every other mission-based a. ee 
| helicopter shooter, ne that it lacks a personality. Fireblade? Firebland, G 


BY FOUR-EYED DRAGON 


~ ~ ¥ 4 Cc: Afric ca ; e. : 7. a » 4 = - S Developed by Rage GRAPHICS SOUND CONTROL _ FACTOR 
—* : 7 oe 3 Published by Majesco 
GTc: ‘AFRICA 1S the geese addition to the alreadyehctorisnve PS2 rally. $42.99 Rally racing 


a ere library. Too bad there are better racers to check out than this one. prams How 2 players 
i ‘GTGi is outfitted with all the standard rally features. You can dr 
: hs from Mitsubishi, Subaru, Sibir aad Ford, and compete in Bie oftrond tracks poatierey across the 


like those in other PS2 rally games. Moreover, the sounds in GTC 
are just average. The low groan of engines is a wan with the up- 
beat African-themed music. 

The worst part of GTC, however, is the controls. Although 
each car handles differently, the off-road speedsters are extremely 
loose, which makes perfecting turns a frustrating task. Even on 
straightaways, your roadster swerves because the analog stick is 
just too sensitive. | 


Aside from the dismal controls, GTC does have a decent single- 


PROTIP: Use your emergency brake _ player mode that offers plenty of driving challenges, which makes the re okie plies ig se orn 
a * deg hairpin turns Whe, this: one game at least a solid rental. But if you want to play a memorable deducted for taking damage, but it will put you 


rally game, try out BAM!’s World Rally Championship instead. GJ ahead of the pack. 
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Lethal Skies ra ©) = J @ Developed by Asmik Ace Entertainment “SSZUiUaRRRT i cs 
CUNdl 3 Z ¥ ee @ Published by 
LETHAL SKIES ATTEMPTS to compete with the big fly boys, but with saminiy Enter kalnanent 


$42.99 Air combat 


mediocre graphics and sounds, this aerial mishap crashes and burns straight 
Available now | player 


to the bottom of the rental barrel. 
In Lethal Skies, you fly deadly military airplanes like F-14s, F-15s, and F-16s that are equipped with the latest 
modern weaponry ranging from infrared missiles to radar-guided bombs. Your objectives are simple: seek and 
destroy enemies in the sky and on the ground without getting killed. The solid controls ca you to zigzag through 
the clouds and weave through canyons with ease, but you may feel a bit 
frustrated with each plane's handling due to the overly sensitive analog 
stick. Even controlling your afterburner and air brakes can pose a problem. 
The sights and sounds in Lethal Skies aren’t very pretty, either. Bland © 
environments spoil the tension of the ; action with sparsely filled areas and 
boring explosions. Sadly, your jet’s afterburner effect is the best bet for 
dazzling your eyes. To top it off, annoying voices from allied forces don’t 
help the intense battles. . 
Eject! Eject! Eject! Your willingness t to fly the unfriendly skies with ‘ 
Lethal Skies will quickly fade. You're better off staying on the ground or PROTIP: Make silicic nae G turns 


___ Behindme!?Comeandhave somo 


PROTIP: In Jetroller Destruction, use . 
your afterburner all the way to your des- 
ignated target just above the canyons. 
You'll avoid all the gunships, and you 


: | ay wont have to worry about crashing into 
soaring with a top gun like Ace Combat 4 or Dropship. G "to avoid locked-on missiles. the cliffs. 
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This time, there's a new net crime organization in 

town and its computer hacking'has created a 
computer virus that's quickly gaining momentum. 
» = Mega Man.€RE, Lan and their Net- battling 
friends to win this cyber, battle of 


The next installment of the 
amazing cyber adventure. 


eto same 


Rei ENE Shoes ey a SS Se eS SSS aS Se a 


we evolve 
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= Developed by Rage MR crapiics SOUND CONTROL _FACTOR 
= Published by Majesco 


= $49.99 @ Racing 
} ® Available July = 4 players 


, T'S BEEN WAY too long since : \ he Seas a wa 
_ § Psygnosis’s car-crashing Destruc- 6 = . | | ! | } 8 
tion Derby series rumbled around “ | a | | : a | ia | | 
the 32-bit track. At last, Majescos ™ m 3} & | 5 ie | | | : 
exclamatory Totaled! seizes the 4 a / 14 F | | ee 
torch. Problem is, it almost burns re | : | J ; ‘ ' 
itself in the process. : y Ce : : 

Nobody can say that Totaled! doesn’t deliver when it ‘ 


comes to gameplay options. Checkpoint races, bus | ’ 
jumping, free-for-all smashfests, stunt contests, high score 
rallies, seek-and-destroy matches, accuracy tests, knockout races, and 


SSS «What's best described as “kill 
ea | ee US | -_. | the man with the arrow:” it’s 
as if the designers looked at 
every other car game on the 
market and—wisely—said, 
“Let's throw that in, too.” 


With so much for racing fans 
to do, it’s a shame, then, that 
Totaled! features so many 
mildly annoying oversights that 

Oost. _ take away its shine. While the 
graphics are definitely pretty—the snazzy paint jobs practically pop off the 
car bodies, and crushed cars leave debris around the track—a drop in frame 
rate is evident during multiplayer matches, not to mention some hectic single- — ascanes, ae ' 
player games. Also, it’s not what you'd call a living enviroment re PROTIP: You can protect your 
everything looks realistic but prefabricated and static, as if this is ee : ! 
the first race ever to take place on the turf. 

The camera can’t always be relied upon to give you a good 
view of the action (especially when you're backed up against a 
wall), and the game desperately needs radar so you can track 
down that one last foe to end a match. Controlling the cars will 
take some getting used to; a powersliding method is required 
to make turns without losing major speed. The soundtrack is 
filled with up-and-coming, hungry young punk bands, but the 
announcer is apparently filled with sleeping pills—he sounds way 
too low-key for this smash-and-bash action. Maybe the lengthy 


GRAPHICS 4.0 


With cars this shiny and reflective, it’s a 
guilty pleasure to smash them into rolling 
debris. While the texture quality is high, 
the frame rate isn’t always up to par. 


SOUND 3.5 


Totaled! packs high-energy punk and a 


load times made him drowsy PROTIP: Your best bet during free-for-all races is Dit of funk in the trunk, though the actual 
to avoid opponents for the first half, then swoop in number of tracks is spare. The low- 
DCA (he URUSKER and start totaling your weakened foes. Even if you = energy announcer needs a can of Red 


Bull to wake himself up. 


CONTROL 3.0 


Steering can be a bit annoying—the cars 
are often twitchy at high speeds and frus- 
tratingly immobile when accelerating. 
With practice, however, you can power- 
slide around the toughest traffic jams. 


FUN FACTOR 


The glitches and sense of sterility make 
everything feel just a little out of align- 
ment, but Totaled!’s arcade-sy core and 
multiplayer mode still make it fun. 


And yet, despite these faults, you'll find yourself wanting to 

unlock all 12 tracks, eager to see what the paint jobs are for all | 
dozen hot-rods and curious to know just what other gameplay 7 
modes the programmers could have possibly come up with. | 
You can overlook the faults, especially if you're playing with | me 
friends, to get to the fun. It’s worth renting Totaled! as REP eee he 
to see for yourself. G ee ak ie 


"h 
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XBOX | a 
PROREVieWS <<, EEE 


Developed by High Voltage Software 


Published by Digital Mayhem MATURE 
iS KI = $49.99 Acti 
S OME GAMES OFFER deep cerebral challenges; others test your Sn : ay en N 
~ ’ : VallaDie now players ConTeNT RATED SY 
reflexes and skill. And then there’s Hunter: The Reckoning, an 


unabashedly old-school twitchfest that’s pretty 
good—for what it is. 


They tive 

Based on the White Wolf pen-and-paper 
RPG, Hunter’s backstory is pretty cool. 
Hunters are “imbued” with the ability to see 
people for the monsters they truly are. You 
see zombies and vampires that need slaying; 
others around you think youre the psycho on 
a killing spree. As one of four Hunters—priest, cop, raver, or 
ex-con—you have to clean up the World of Darkness by any 
violent means necessary. It’s sorta like playing Dusk ’Til Dawn 
of the Living Resident Evil Dead. 

Just because Hunter is based on an RPG, however, don’t 
expect the depth of one. This is an old-school hack-n-slash game 
to the core—think Gauntlet with blood, Smash TV with zom- 
bies, or any other classic shoot-first-ask-never quarter-cruncher 
with a dark streak. Limbs fly, heads get lopped off, and blood 


PROTIP: Seek out climbable objects to give your- 
self a height advantage over swarming foes. 


quickly covers the floors of all 23 levels. The carnage gets in- | Somewhere behind this tree lurks... evil! 


tense in four-player mode, when a good two dozen zombies ‘100 bad the camera won't let you see 
it to defend yourself. 


attack the party at once, but the pace never slows. 


Plenty of Atmosfear 


The world is nice ’n spooky, and smooth animations blend into 
fairly cool attacks (every character has a bad-ass 360-degree 
blade slash). However, while the game features some under- 
stated but satisfying sounds, there are some nasty camera prob- 
lems. The camera can’t be controlled beyond a zoom function, 


which means your view is occasionally blocked by foliage, col- GRAPHICS 3.5 


umns, or streetlights. Unfortunately, there is no overhead map Hunter is a mixed bag of uneven char- 
to help the situation. PROTIP: In close quarters or when acter animation, nice textures, a high 

surrounded, your blade is still eats ‘ frame rate, flawed camera work, im- 
best weapon. 7 


PROTIP: Little Kaylie is dumb as a post and slow. 
Don't move faster than a walk or she'll get lost. 


The sharp controls enable you to move and shoot in different 
directions simultaneously. Sadly, there are also some annoying ee, 
inconsistencies—you can jump on some cars but not on others (and walk right through her ¥e * 
the wreckage of still more); you can vt Ls oa through some chain link fences but can through ~t a ye 

q _ others; and level segmentation shows. up ; , e etce-ever is Mae We the cineiis, $0 
_ Pp ae pieces. Pe eee bosses oP => = a . st.of the sounds you'll hear are zom- 
_ really creepy (the school monster), while : Y Iie mcaiie, chowuns, and explosions — 
others are just silly (who wants to fight an “ of which i“ fin e. Minor-key dance 
enormous zombie teddy bear’), $$ $§§§ §. Ai / 0m) 


Dead Again 


If a run- ill-things actioner is what 


pressive numbers of objects on the 
a screen, and ee collision detection. 


-around-and-kil 
_ you're looking for, then Hunter: The Reckon- _ 
PROTIP: Toke out the sewer rats ata. = “ll define siake Fam unholy thirst, Its 


distance with a projectile weapon- __ Stylish and fun for four people, but it still _ 
they'll poison you if they get close. 


' he controls, which respond well, re- 
“¥call Robotron 2084 in that they enable 
Se . = = ou to walk one way and shoot an- 

feels a little o Bh G s EE “at q her. Tk camera zoom on command 
qf _ a nic touch, but where's an over- 

when you need one? 


FUN FACTOR 


“Aching to be more than it is, Hunter: 
The Reckoning is a pretty-looking, at- 
mospheric action game that makes a 
decent. weekend rental with pals. If 
Gauntlet Legends left you — give 
this a 


PROTIP: To defeat the teddy bear 


PROTIP: Endl character's default pro- 


jectile weapon features unlimited boss in the church, run away while 
ammo, but you still need to reload. shooting behind you. If he slams the 
Stay aware. ground, leap out of the shockwave. 
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AXNt® A 
Pp \ PRO) Pp _ BY THE MAN IN BLACK 
R @ VY G e (i) § cal +1 = Developed by Pitbull Syndicate GRAPHICS SOUND CONTROL _ FACTOR 


4 = Published by Infogrames 
SOMETIMES YOU JUST want to drive. You want to jump into your car a ey © $49.99 m Racing 


and jam on the accelerator. That’s Test Drive. rene es sla ce 


This is straight-ahead, fast-and-furious Xbox racing that doesn’t offer a lot of frills but 
instead enables you to smash machinery and tear up scenery. You can drive 20 cars 
including sports jobs like the Lotus Elise and the Jaguar XK-R, or American muscle cars 

like the Chevy Camaro Z28 and the good ol’ 
Pontiac GTO. The four target cities are San 
Francisco, Tokyo, London, and Monte Carlo. 


Fender-Bender Physics 
This baby motors. The cars have shine even 


aoe. a ag tm 


if they could use a little more polish, but you don’t 
notice the luster as you’re crash-banging your way through insane six-car 
races. The controls are simple, but they do a commendable job of keeping 


An tae 


repasoeore Hpi eeeeae correctly Iskey, YOU OM the urban streets and picturesque highways. The backgrounds do a 


MPH 
AN VEUMEG 


PROTIP: Time sideswipes to bump 


" nice job of mimicking actual city streets as you’re flying by. GamePro can : , 
Watch the radar map to anticipate. Press § Y Y a aes competitors into other cars or obstacles. 


the left trigger brake if you must. Then, — vouch for the San Francisco run, anyway. 
rapidly tap the right trigger to accelerate 


through turns. The sounds get a lot of mileage from guest appearances by 


name acts like Ja Rule, Moby, DMX, and Saliva. But 
you can always rip your fav CD, too. The 
effects sound like cars, and that’s 
about it. a 


Go for a Urive 
Sure, Test Drive has rough 
edges. You slam into the world’s 
hardest hedges, for example, and maybe the con- 
2, Se ATI BE) 3: 
trols are too simple. But you tend to overlook these weak — San teas 
PROTIP: Get comfortable with ramps. = spots when you’re redlining your tachometer and sailing 2000 PROTIBP: Drive aggressively. Don’t hesitate to slam 


Sometimes you need to time jumps to pounds of metal through the ai. & your opponent out of the way, especially at the 
avoid moving obstacles. finish line. 


= BY PONG SIFU 


Saal pp mnt LA ei Mm i i.¥ FUN 
‘i T . : ww L ©. ie GRAPHICS SOUND CONTROL FACTOR 
? , ) | | | ta \ 7 t ) 


= $49.99 


SJE wo “ it all i AVA LEW vk Ym Available now Sco 


UCASARTS HAS A commendable track record of decent space shoot- 


ers, and Star Wars Jedi Starfighter is no exception—as long as you expect 
little more than a fun, albeit mindless ride that you've had before. The de 


facto annihilate-droid-starfighters- and support-republic-vessel-type missions 
are frenetic and comprised of logically progressing objectives, while manag- 
ing to straddle the fine line between challenging and fun. 


Hod (dlogila 


Despite occasional hiccups, Jedi Starfighter runs smoothly during the bom- 
bastic battle sequences, and though the texture and environmental details 
won't rule your universe, overall the graphics are solid—just not brain- 
burstingly so. As for the audio...well it's a Star Wars game and this is Lucas- 
Arts, so of course you have sound effects and musical cues ripped right 
from the films, along with teeth-clenching engine roars and devastating ( J 
explosions that absolutely kill with good headphones. The voice-acting, 

as usual, is pretty haggard but forgivable. 


ee Z i 5 gage 3 TF Missiie Frigate 
“Waeae i... - a 
<< hasin> Though the implementation of combat-enhancing Force abilities is a welcome 


ee addition to the sequel, overall the game lacks depth—mostly because by 
ait now we should expect more intricate enemy-A.|. routines. The controls 


are tight, though the button mapping doesn’t allow you to roll and fire at 

the same time. The ships handle great, and the zoom-in feature enables 

you to pinpoint distant enemies, while the improved targeting system is a 

blessing compared to Rogue Leader’s “where the hell are all the TIE Fighters?” setup. If you’re looking for some 
good twitch-heavy action, you can’t go wrong with Jedi Starfighter for it is cool; it’s just not quite Destro-cool. J 
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RATING PENDING 


BY FENNEC FOX 
Developed by SCEE Studio Cambridge 


Published by Sony 
esas 


OI, 


PRORECV- 


FUN 
FACTOR 


$39.99 
Available July 


Action 


<2 


| player 


S OMETHING STRANGE 1S happening to the PlayStation in America— instead of brand-new 
titles, companies are re-releasing old Japanese and European games at breakneck pace. C-12, 
the latest Euro retread, is a perfectly playable action game that suffers from a few problems. 


THE MISADVENTURES OF LT. VAUGHAN 


The story should sound familiar to gamers. As Lt. Vaughan, a Special Forces hard- 
body with a crude cybernetic implant in his eye, you must single-handedly save 
humanity from an army of violent cyborg aliens. You do this via the judicious use 
of rifles, rockets, alien plasma guns, and a large blade that makes neato-keen knife- 
sharpening sounds. 


_ Final Resistance 


All six missions involve Vaughan mowing down armies of aliens and tanks - > 
while solving the usual assortment of action-game puzzles along the way. These \ ‘ | 
puzzles can be surprisingly devious, ranging from tricky door-and-key mazes : 
to crevices requiring pinpoint crate placement to surmount. Vaughan may \ 


have missed his calling—he’d be a great warehouse worker with his gift for 
crate-pushing. 


THE INCREDIBLE DISAPPEARING WALL » 4 


It’s obvious what game inspired the designers at Sony. C-12 takes almost 
every opportunity it can to copy Syphon Filter, from the behind-the-player 
view to the first-person targeting mode. The game interface, however, is 
easier to deal with, and everything moves at a much quicker pace. Shame 
about the camera, though—it’s always swooping this way and that, going 4 
through walls and thoroughly disorienting you in cramped quarters. 

C-12 puts on a decent show. Sony has taken great care with the 
graphics, which push the poor PlayStation to the limit. The environ- 
ments are dark, foreboding, and downright spooky, which fits the 
tone of the plot perfectly. The way walls and buildings warp and 
disappear when you approach them from the wrong angle re- 
grettably mars the effect, but that’s hardly a problem exclusive 
to this PlayStation title. Less forgivable is the music, which fades 
in and out at all the wrong times and is more ear-numbing than 
heart-pumping. 


A BRAVE NEW WORLD OF CRATES 


; oa! i ie 
PROTIP: Don't bother attacking this spider-droid 
directly—you'll just waste ammo. Aim for the six tar- 
gets on the wiring harness it’s connected to instead. 


If a PlayStation is all you have and three Syphon Filters just isn’t 
enough, then C-12 is worthy of your attention. It may be dated 
and a bit on the difficult side, but there’s no denying that it 
delivers what it promises. Besides, everyone loves crate puz- 
zles, right? Right? GJ 


sy . oe 
PROTIP: This isn’t Halo, so helping comrades in 
combat usually won't reward you with much. Escort 
missions, though, can net you weapons and other 
fun toys. 


PROTIP: You can combine the alien 

spores you find to create flash bombs, 

gate-corroding acid, and illumination 

flares. All three tools will come in handy 
here and there. 


to emit a magnetic pulse—helpful for 
disabling robots, laser sentries, and 
other mechanized attackers. 


GRAPHICS 4.0 


C-12’s graphics are as good as the Play- 
Station. can handle in this genre. The 
ravaged city streets and buildings are 
creepy and impressive, but warping tex- 
tures and missing polygons bog down 
the atmosphere. 
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PROTIP: Tap /\ twice in later missions 


PROTIP: Hitting enemies in the head 
usually takes them out in one shot. This 
talent is vital near the game’s end, where 
extra ammo is pretty sparse. 


PROTIP: Push the control here to 
leave one of the crates empty, allow- 
ing you to hop in. Don't forget to de- 
activate the scanner first. 


SOUND _ 3.0 fi CONTROL 3.5 


Sounds are mostly nonexistent, save for 
bland machine-gun effects and snippets 
of out-of-place Euro-beat music. Listen- 
ing to hardened resistance soldiers and 
their Scottish brogues can be uninten- 
tionally amusing. 


C-12 handles noticeably better than the 
games it’s copying with quick weapon 
selection and a sensible auto-targeting 
system. You'll tear your hair out wran- 
gling the loopy camera, though. 


“Don't bother me right now, okay? I'm 
trying to figure out how to get this crate 
on the elevator.” 


FUN FACTOR 30 


Next-gen system owners may find the 
game too outdated for their tastes, but 
if a PlayStation is all you have, then C-12 
is a solid enough action game. If you 
haven’t tried Syphon Filter 3 yet, give 
that a shot first. 
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in the Huddl 


The gridiron matchups seem poised 
to boil over this season as Madden's 
traditional turf faces serious challenges 
from relative newcomers like NFL 
2K and NFL Fever, but this crowd 
favorite isn’t just resting on its rep. 
Once again, the PlayStation 2, Xbox, 
and GameCube versions will be largely 
identical, and in all three, the popular 
30-season Franchise mode will now 
challenge you to scout and select 
rookies in combines and a four-game 
preseason. On the mainstream side, 
a new Mini Camp mode will mimic 
the excellent mini-games found in 
Virtua Tennis with fast, fun drills in- 
volving pocket pressure on QBs, swatting balls as a DB, blocking, precision 
field goals, and much more. Alongside new plays like the halfback pass, the 
create-a-playbook feature will enable you to create detailed offensive and 
defensive plays from the ground up or just cherrypick your favorite NFL 
plays to assemble a custom playbook, 

On the gameplay side, a faster pace and a slew of new moves should 
tighten up the action as players will perform gang tackles, stand-still catches, 
toe-dragging sideline catches, and more, while QBs like Rich Gannon will 
-. use their signature sidearm throw. The running game is also being tuned so 
that the ball carrier will more naturally slip through smaller gaps, and cover- 

: age on kick returns is being ramped 
up as well. 

The visuals will sport slick en- 
hancements to the stadium lighting, 
turf textures, and the detail of the 
crowd and of the players’ faces. EA 
Sports is also focusing on the audio 
with the new team of John Madden 
and Al Michaels, who are backed by 
a broader set of cues 
that should make the 
commentary smarter 
and more lively. Last 
but not least, although 
the PlayStation version 
will chiefly consist of a 
roster update, the new 
Game Boy Advance 
version will offer head- 
to-head link play and a 
create-a-player feature. 


AUGUST 2002 


BY AIR HENDRIX 


= Developed by Tiburon 
= Published by EA Sports 
= Target release date: 


z 


PLaYSTATION 2 GameCuBe 


EA Sports’ football behemoth has faced fierce ‘competition from Sega's excel- 
lent NFL 2K series, but Madden NFL 2003 is making a strong showing with an 


a8 P : . : — rt)... be 
excellent roster of improvements. 


Bre (=p 
east (FA) 


<1 way Big Dogg 
rank: 0 
disconnect %: 0% 
record: 0-0-0 
rush:poss: 0:0 
ovg PF-PA: 0-0 
Ovg opp ronk: 0 


| 
| 


Some of the bigger news for this year’s Madden is the addition of online play 
for the PlayStation 2 version. Online support for the Xbox and GameCube 
versions was undetermined at press time, but it’s still a reasonable possibility 
for this season. The action will consist of two-player exhibition games and 
will naturally require the purchase of the PS2 network adapter. Each player’s 
view will be independent of the other player’s, and a 30-second timer on 
pausing should help prevent cheating. In future versions, EA Sports plans to 
add more in-depth features 
to the online side, such as 
leagues and franchise play. 
This season, though, gamers 
will also be able to reap 
one of the main perks of 
online support: Download- 
able roster updates will be 
available on a regular basis. 
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(2 (r e V L e W S BY BROTHER BUZZ 
| e es = Developed by Visual Concepts = g oY 


= Published by Sega Sports 
= Target release date: August 


PLAYSTATION 2 GameCuBe 


year, NFL 2K3 is looking to get bigger and better 
in all aspects of the game, from A.|. to cosmetics. 
First of all, Brian Urlacher, NFL Rookie of the Year 
and hard-nosed linebacker for the Chicago Bears, 


is replacing bad boy Randy Moss as the game's 


cover guy. Sega is also partnering up with ESPN, 


so the look and feel of the formidable sports- 

media outlet will be evident in the new half-time 
and post-game reports as well as during draft 

day in Franchise mode. 

In fact, developer Visual Concepts has targeted 
Franchise mode as a key area of improvement. 
In addition to beefing up gameplay, gamers will 
be able to run day-to-day opera- 
tions from a radical first-person 
gameplay view. 

The most dramatic upgrade will 
be to the player models. 2K2’s “lanky” 
player looks are gone, Visual Con- 
cepts rescanned player images, re- 
tooled skeletons, and added 600 
polygons to the models. 


too, with artificial intelligence getting another 

boost this year. Defenses in particular will be 

smarter, even at the rookie skill level. Defensive 

backs will be adept at “handing off” to receivers in zone defenses, and defen- 
sive linemen will dive at ballcarriers or jump up 
to block passes. 

You'll counter with your own tactics, including 
building a complete playbook from scratch. And 
just like you can call hot routes on offense, you'll 
be able to call hot defenses at the line of scrim- 
mage. You'll also be able to set defensive and offen- 
sive audibles on the fly by quickly recording any 
play to one of the four action buttons. 

With simultaneous releases planned for the 
PS2, GameCube, and Xbox, NFL 2K3 is looking 
like a preseason league leader. 
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BY TOKYO DRIFTER 


Developed by Visual Concepts Fie 


Published by Sega Sports 
Target release date: Fall 2002 


PLaySTATION 2 GameCusBe 


King of the Court 


Unmatched A.|. and smooth controls 
made Sega’s NBA 2K2 the basketball 
game to beat last year across all plat- 
forms. NBA 2K3 marks a new start 
for the franchise as developer Visual 


Concepts no longer has to worry about 
the limitations of the Dreamcast. 


Sega is looking for a repeat appearance in the finals with NBA 2K3, which 
is heading to the PlayStation 2, GameCube, and Xbox. 


Sweating the Details..:Literally 


Rebuilding the series to take maximum advantage of the more 
powerful consoles will mean making a graphics overhaul, which 
will produce enhanced player model details like new facialex- 
pressions, uniform animations, and exact headband.and shoe 
specs. As if that wasn’t enough, the sweat on the players will 
_ build up as the game progresses and how glossy the dampness 

appears will be affected by each arena’s lighting level. 


The way the players move will also be taken to the next level + ee 
with all new motion captures ranging from improved. post-up moves 
to more realistic ball handling. You'll now be able to perform fake 
passes and pivot feints 
when shooting, and players 
will automatically pass 
around defenders who are 
- directly in front of them. 
Of course, many of the 
fancier moves will be de- 
pendent on the skill rat- 


ings of the team members. 


No Sell Out 


In a surprising move, Sega has acquired the ESPN license, though 


it will not overshadow the identity of the 2K line. The same commentators from past versions 
will return with new material, and ESPN “personalities” will make appearances where appropriate, 
but specifics have not yet been determined. 

Features for the various play modes like Franchise and Street are also getting lots of love. Would- 
be general managers can look forward to a completely revamped Franchise mode, and asphalt war- 

P= iors will now be able to create their own custom 

Pome teams for Street mode as well as playing during 
the night or day, rain or shine. NBA 2K3 is ex- 
pected to hit stores around the start of the new 


hoops season. 
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NASCAR Thunder 2003 


Developed by Tiburon 
Published by EA Sports 
Target release date: September 


PLAYSTATION 2 GameCusBe 


LAST YEAR'S NASCAR THUNDER was an impres- 
sive turn around for EA Sports’ flagging series, but if this edi- 
tion lives up to-its developers’ preseason promises, it could 
pack the kind of punch that attracts racing gamers of all stripes. 
The heart of the action will lie in the groundbreaking Career 
mode: Starting as the rawest of rookies, you'll chase the cham- 
pionship over 20 seasons, recruiting a team of four car builders 
and seven pit-crew members as you shop for sponsors and 
spec out your cars’ R&D. You'll coordinate in-depth ratings on 

the prestige of your sponsors, the skill and satisfaction of your 
OY team, and the repair and upgrade of your cars—oh yeah, you'll 
also have to perform in each year’s 38 races, which finally follow the real-life 
NASCAR schedule. 

The NASCAR atmosphere will also be much more evident. Fans will ap- 
preciate innovations like quick cautions, which make playing with yellow flags 
more enjoyable because you race to the line and then get right back to racing 
after a brief cut-scene. Along with all the pre-race pageantry, you'll find a 
Thunder License mode (the real-life drivers teach you the ins and outs of 
each track) and a Lightning mode (the drivers introduce and then put you 
behind the wheel for one of 30 quick scenarios, like Martin vs. Burton at 
Charlotte). The graphics are also being tuned to deliver a better sense of 
speed and more detail, while the A.l. tweaks should mean more wrecks and 
less robotic driving from the 43-car pack. Throw in all 23 Winston Cup 
tracks, seven new fantasy road courses in the infields of those tracks, and 
the historic Daytona Beach circuit, and NASCAR Thunder 2003 is shaping 
up to be a serious treat for race fans. & 


BY TOKYO DRIFTER 


Developed by High Voltage Software 
ee ' Published by Microsoft 
FTER A VERY re- : Target release date: Fall 2002 


spectable transition from 
the PC to the Xbox last 
year, Microsoft is looking 
to cement its hoop series 
as a legitimate console fran- 
chise. NBA Inside Drive 
2003 will get upgrades in all 
the categories you'd expect, 
like improved player models, 
team-specific playbooks, and 
a season dynasty feature. 
The previous Inside 


FIRST LOOK 


Drive leaned very heavily 
toward simple, arcade-style gameplay, and this update is expected to follow suit. 
The spokesplayer and in-game commentators are not yet finalized; but so far, 
NBA Inside Drive 2003 already looks like a contender. 'G 
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U The Ultimate over’20,000% wv prizes: 
| | | Cami . 9 Rig | Rattlebrain 
| 4 | | | a =<HE | a “We Make You Think...” 


You have the POWER. In this contest you don’t rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? It looks simple, but it's only the start. Each of 
five more puzzles will get harder. But this time it's all up to you. Stay in to the end 
with the highest score and the gear is yours. With whatever options you want. Do 
you have what it takes? Try your hand and play to win! 


Computer Contest. Win a tricked out gaming computer with 2.0 Ghz 
Pentium 4, 1 Gig. RAM, 120 Gig. HD, DVD, Windows XP, Nvidia card and more! 


Video Game Contest. Play on the hi-tech cutting - with this line-up: 
Microsoft XBox, Nintendo Gamecube and Sony Playstation 2! Get all three or trade 
the ones you don't want for CASH! Bonus options include: 33” monitor, $1,000 in 
games you choose, Gameboy Advance, cash, accessories and more! 


Yes! 


ame 


ga gn 
j = ; 
Pi ___ 

; % 

S 

a8 2 ve 
‘3 

ar — 
y | 

Sar 
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Media Rig Contest. The Ultimate Gaming Environment, 60 inch HDTV 
monitor, 130 watt receiver w/ Dolby Digital, DVD and all components shown. Win 
DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


Directions. Fill in the Mystery Word Grid with woe across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

in the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you by mail. You will have 
3 weeks to solve each puzzle. We don't know how many will i ay but typically 55% 
will have the highest score possible score to Phase |, 43% to Phase Il, 36% to Phase 
Ill, and 32% to Phase IV. Highest score in the final determines the winner. If players 
are still tied they will split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
|_| ($3.00) Video Game Contest 

|_| ($3.00) Media Rig Contest 

|_| ($3.00) Computer Contest 

[1 ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Age 


TVW ONV dil 


Address 


PINCH 
BREAK 


K BLAST 


S SPRAY 
STOMP KR PRESS 
SCORE .....61 SLANT 


City 


State 


SEND CASH, CHECK, MONEY ORDER TO: 
RATTLEBRAIN, P.O. BOX 9315 
PORTLAND, OR 97207-9315 


VOID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY Sept. 28th, 2002 » ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years old to play. Suppliers of Rattlebrain, Inc. ineligible. Not responsible for 
lost or delayed mail. Judges decisions are final. Open to residents of the U.S. and Canada. Winners determined no later than 


12/28/02. You can request Winners List and Official Rules by writing: Rattlebrain Rules, P.0. Box 9315, Portiand, OR 97207-9315. 
Merchandise names and models are trademarks of their respective companies who, along with this magazine, have no 
affiliation with this contest.{And, if you've read all this you have the personality type to win}.©2002 Rattlebrain, Inc. 


CRUSH 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


Verifiable retail value of contest prizes: Media Rig $7,012.00, bonus options $4,699.00. Computer $2,500.00, bonus options $3,587.00. Video Game $900.00, bonus options $4,799.00. 
-This is a paid advertsisemnt by Rattlebrain, Inc.- 


BY AIR HENDRIX 


Developed by EA Canada 
Published by EA Sports 
Target release date: Fall 2002 


GameCuse PLAYSTATION 


FIRST LOOK 


PLAYSTATION 2 


FTER A ROCKY season last year, EA Sports is hoping NBA Live 2003 
can regain the series’ once-strong form and hang with the big boys on the 
hardwood that NBA 2K now,owns. The plan of attack will revolve around 
retooled gameplay and animations. Rebounding has been put under the 
microscope, and EA reports that players will react more realistically thanks 
to,A.|. tweaks and 30 new rebounding animations. Other A.I. tuning should 
let players take advantage of fast breaks and drive to the basket more smoothly, 
while contact between players should happen more realistically during picks, 
posting up, and so on. The 


shot-blocking controls and animations are also being revamped to 
improve the feel of this key element. , 

| _ gl A consistent frame rate of 60 frames per second should Ae i 
=a: |) Og o oo nate the choppiness, and new animations for dribbling, dunks, run- 

) rr San ning, and celebrations should improve the game's looks and realism. : 
Other highlights will include classic jerseys from the stars of yester- | 
year, on-court audio with player chatter, new lighting and crowds, 
and the real coaches along the sidelines. If EA Canada can deliver 
on all of these promises, NBA Live 2003 will have a shot at being a 
serious contender when the new season begins. @ 


Note: All screens shown here are 
from the PlayStation 2 version. 


BY AIR HENDRIX 


NCAA Football 2003 


Is THE NCAA FOOTBALL series just Madden’s kid brother? Only in 
‘the way that real-life college ball has fraternal ties to the pros. EA Sports 
is doing a great job of giving NCAA a unique college feel and 
gameplay that will really appeal to fans of the sport, and after 
playing the preview versions, it’s safe to say that 2003’s program 
is chasing a number one ranking. A mode dedicated to rivalries 
and the corresponding trophies, 200-plus fight songs, mascot 


Developed by Tiburon 
Published by EA Sports 
Target release date: July 


PLAYSTATION 2 GameCusBe 


teams, pre-game player 
run-ins, and cheerleaders 
should create all the at- 
mosphere, while college 
formations like the Power | will fill the playbook. 

The excellent Dynasty mode, which lets you coach and play 


through multiple seasons, is being beefed up with new features — 
like custom schedules and revamped recruiting. The A.l. is also being worked on to tighten up the heli ‘aihidh 
will close holes better and be more aware when covering receivers. A slew of new animations, commentary, and a 
highly detailed create-a-school feature will round 
out things beautifully. NCAA Football 2003's title- 
bowl dreams look like a lock. Gr, 
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BY FENNEC FOX 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


) OLE- PLAYERS REALM 


Developed by From Software 
Published by Activision 


$49.99 RPG 
Available now 2 players 


PLATFORM 
GameCube 


Welcome hack. “Kathe. 
De you have any fatries for 


MS 


HE LAND OF Argwyll is in trouble—a dark fog is en- 
gulfing forests, towns, and entire countries. The king of 
Alanjeh has disappeared while fighting the darkness, and now 


KINGDO 
Lr 


it’s up to Princess Katia to single-handedly save her realm. 
Her weapon of choice: a deck of cards. Argwyll doesn’t stand 
a chance, does it? 


Although Lost Kingdoms is the first RPG to grace the Game- 
Cube, don’t expect a Final Fantasy—like fiesta of cut-scenes 
and mini-games. The game world is divided into 25 


locations, which gradually open up as you 


complete objectives. Each locale encom- 
passes your typical RPG quest, right down 
to the evil boss (and his foreboding boss music) 
at the end. 
The battle system takes a wide detour from other RPGs. When Katia runs into enemies, 
she draws four cards from her deck of 30—one for each GameCube button. Her offense de- 
| pends on the cards she uses. Some cards act like physical attacks, while others summon mon- 
sters to fight enemies for you. These cards are bought and sold at the local apothecary and 
can be powered up with hard-earned experience points. Learning the subtleties of this system 
takes time, but once you do, you'll find it an engrossing alternative to the endless cycle of 
weapon upgrades seen in most RPGs. 


001 Skeleton 


as 2 Oxi 
Sort 


*EOK Cancel 


“ee rect Yd th fo 
| » Lost Kingdoms seems simple at first glance, but some strategy is required to advance far into this 
|. game. Every monster has an elemental alignment (water, wood, and so on), each with its own 


WS’. a strengths against the others. Once you have a good collection, you'll need to build battle decks 


“al 


intelligently to counter the alignments of each world’s creatures. 


The game's nicest extra is the two-player mode, 
a battle between two opponents and their decks. 
These fights resemble the classic wizards’ duels in 
fantasy novels—you'll be throwing magic at each 
other willy-nilly, summoning monsters frantically to 
stay alive. It’s a fun way to spend an evening, and 


you can even bet cards on the outcome. 
found 
Hound 


You have 


af Demon ] 


leard! 


: ; i Lost Kingdoms is a pleasant surprise, even if it’s not 
Hi PA WS eS e.g Ry } fe the pure RPG GameCube fans are pining for. The 
aI | \ : story is light and interaction with other characters is 
rare, but the refreshing battles and the strategies be- 
hind deck-building more than make up the difference. 
Don’t try it just because it’s the GameCube’s first 

RPG—try it because it’s a very good one. @ 


GRAPHICS 4.0 SOUND 4.0 CONTROL 3.5 FUN FACTOR 4.5 


Every world Katia wanders across— 
graveyards, deserts, castles—is immac- 
ulately detailed, and you summon some 
very impressive-looking monsters. Too 
bad the animation on some of them 
looks stilted and out of sorts. 
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From Software isn’t trying to blow you 
away here; the effect is more serene 
than bombastic. The music is beautiful 
in spots; 

more of it. 


it’s unfortunate there isn’t 


Thumbing through your deck mid-battle 
is tough at first but quickly becomes 
second nature. The player-controlled 
camera is simple to use, though it’s easy 
to get lost after battles from all the spin- 
ning around. 


Whoah! They've taken collectible card 
games and made them fun for every- 
body! Lost Kingdoms may not have 
much of a plot, but the battle system 
makes it a fine game worth the atten- 
tion of all action/RPG fans. 
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H e uy g can you take a few minutes to answer some questions for us? 
Please fill out the following survey and fax, e-mail, or mail it (or a copy) se 


to GamePro by August 31, 2002. Or go to gamepro.com and enter 


online! You'll be automatically entered to win a GamePro | -shirt. 


Name ; . Age 


Address 


City : ; State 


Zip Phone ( ) 


E-mail 


> WINNERS! 


August ‘02 


P Please indicate whether you read and, if so, how useful you found each of the fol- 4 Please indicate which of the following publications you purchase or read at least 
e lowing sections from this issue of GamePro. Circle “All” if you read the entire @ six times per year: 


section, “Some” if you read part of the section, and “None” if you did not read 1 Computer Game Now 5 Official Xbox Magazine 
the section. If you read any part of the section, please let us know how useful it Gaming World ei = 
: . 6oy 99 66 %” «eg? «e 9 g = GamePro a PC Gamer 

was by circling “1” for “not at all useful” to “5” for “very useful. ) 

1 Electronic OM [> PSE2 
Thanks! 1 Maxim 

Gaming Monthly — = 
_ Nintendo Power 1 PSM 

CES ct xtamenunenremeesewens All / Some / None i 2 2S 2 OESPN Magazine 

~ 1 Official PlayStation 2 Sports Illustrated 
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Cover Feature POPES: wirrwxanmaeeatateearnynelexwermonn aman i eer No 
PRED Te SNR cnn scwmeawmniss Ald Somes Mane [224 9 Gane DEVElSGElS acocanwavenenvavew wr em we ew nal wr TRS seawner No 
Special Feature 
(a a? Sere. f Mone 12 3°45 SairiG PENDHGIAIS gasiw canna timer awnnemeawow ree TES wa soarin No 
BO eepeialties « oo. anssmvamavewee KU Soret Nene | * 345 avian ES «ates ramumaienasennkcecerece tres ee: ewmewns No 
Game Boy Advances .......ce0e. All / Some / None | 7 3 4.5 COE CEOS +. «on aed teed veranda toineheas Kitiwes NOE avwanee No 
Sneak PrevieWS........ceeeeeeee All / Some / None | > 3 4 § Pe COIS os se c mew nts oUenRe Ae ROR Oe ener enien en aes TEe anenin No 
PlaySmart.... 20... c0secee scenes All/Some/None | 2 3 4 5 6 = ane _ seth 
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Cer: | /N 123 45 T 
ce — ‘ _ F fora oe @ e Pick six games below that you would like to see on a GamePro cover: 
“ . aie oe z F -_ “y ee F <ehl a a [| Crimson Skies [] The Legend of Zelda = [_] Onimusha 2: 
ere esident Evil)......... fone _ . im & a G Dino Crisis 3 ri Tie Lerdiette Dine Samurai’s Destiny 
ode QUIIG, ons, ai meeaeartr entrant ee icus ae / ome one —— Final Fantasy xX| - Madden NEL 2003 ra Resident Evil Zero 
[] Grand Theft Auto IV —_[_] Mario Sunshine L_] Star Fox Adventures 
2. What system do you consider your main game system? (Pick only one.) |_| Gran Turismo 4 |_| Metroid Prime _] Star Wars Episode || 
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3 1 Purchased at the newsstand 
e What game system do you plan to buy in the next 12 months? (Pick only one.) [1 Other 

(Dreamcast (Macintosh [PlayStation 2 
[I Game Boy Advance Nintendo 64 CIPS one 9. Have you ever visited the GamePro Web site (www.gamepro.com)? 
1 Game Boy Color LIPC/ Windows 1 Xbox rYes CINo 
[] GameCube 


i 0. Do you plan to play online games with the PS2 or Xbox? 


Tell us what you THINK! conden Moos Yes ONS 
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THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLAYING GAMES 


Developed by Sony 
Published by Atlus 
Target release date: Fall 2002 


PLAYSTATION 2 


FIRST LOOK 


IN ATLUS’S UPCOMING action/RPG, you'll play as a relic hunter ap- 
pointed the task of recovering the fabled Dream Stone for your queen. The 
mystical jewel is hidden in the Dreamworld, a place you'll only be able to 
enter with the aid of a magical creature named Tumble. Dual Hearts will bal- 
ance puzzle-solving and 
third-person combat 
with deep weapons 
customization. The 
game will also feature 
a team-up system in 
which interacting cor- 
rectly with Tumble 
will help you traverse 
hostile environments, 
solve puzzles, and de- 
feat bosses. B 


Developed by Cyber Connect 2 
Published by Bandai 
Target release date: October 


BU VOT 1 ee , 

Ciel ay tee "¢ ET IN THE year 2010, .hack 
‘emer g = gag em (“dot hack”) is an action/RPG 
ft, le. that takes place within “The World,” a fictitious online game played by millions of fans. Although it will work 
eee ee . — like your typical RPG, you'll use a “data drain” (a method of altering the game’s code) to defeat monsters 

while sending e-mail and reading message boards to advance the plot. 

EE. Bandai is planning to make .hack a four-episode series, each with a 45-minute animated 

( t::— DVD covering the characters’ lifestyles away from the computer. The first game will hit 
40 America this October. GB 


PLaySTATION 2 


FIRST LOOK 


IDE 


{ea 
Lh 


BY PONG SIFU 


Developed by Volition 
Published by THQ 
Target release date: Fall 2002 


PLaySTATION 2 


FIRST LOOK 


ALTHOUGH HINDERED BY techni- 
cal problems, Summoner’s sweeping 
story and massive levels showed RPG 
gamers that the potential was there. 
In Summoner 2, which takes place 20 
years after the original, 
you'll be able to con- 
trol up to three PCs 
at once, while up to 
eight customizable 
characters— ranging 


from martial arts gurus to former assassins—will join your party. 
You'll also interact with hundreds on NPCs throughout more than 
30 environments. Sure, it all sounds good on paper, but Volition 


will have to clean up the smudgy graphics and sluggish battle system 
that marred the original Summoner. & 
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Nothing comes between a man and his gameé 
oe Not rooms. Not walls. Not even nature. af 


ing the Nintendo GameCube WAVE B | R D™ wireless 


-2 pesos: 


= 


CONTENT RATED BY — 
ESRB 


The horror continues! In this ProStrategy 
Guide, we pick up where we left off last 
month and safely guide Jill Valentine to 
the end of her scenario. By major Mike 


Room Coding = Residence B2 (RP) 


For each area in the various locations, there is a To Residence B1 (RB1-4) 
number coding for each room. For example, M2F-4 3 2 
means Mansion 2nd Floor, Room 4. 


AB2 = Altar, Floor B2 


CBI = Courtyard, Floor BI 


MIF = Mansion, Floor | 


M3F = Mansion, Floor 3 


p=] 
TI 
I 


Residence, Floor | Bi (RB1-3) 


rs) 
ies] 
N 

i 


Residence, Floor B2 


Common Items 

These items are found on most of the maps. Addi- 
tional items appear on some of the maps and are 
accompanied by their own Special Items legend. 


BH = Blue Herb 


Once at (RB2-1), examine the panel 
BP = Battery Pack : eon the southeast wall and then press oes 
the button. ‘ 


> 
I 


First-Aid Spray 


GH/GH = Mixture of Two Green Herbs 


HM = Handgun Magazine 


77) 
T 


Incendiary Shells When the alarm goes off, press the 


button on the panel along the south- 
Kerosine Can west wall. 


x 
‘@) 
N 


= 
F) 
T 


Magnum Rounds 


~ 
~ 
i} 


Shotgun Shells 


Then pull the lever next to the panel 


along the east wall; one of the shut- 
ters should ago Jey down. a 
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* To Residence 


Go around the corner and press the 


a reaction. The shutter should go up. 


a Sis = : 
Return to the main room, and press 
the button on the panel along the 
southwest wall. 


Then pull the lever on the 
the east wall. The shutters should go 
all the way down. 


Finally, examine the panel along the 
southeast wall and press the button. 
The water in the room with the 
sharks should drain. After that, go 
through the door at the north end 
of the passage. 


Residence B1 (R31) 


To Residence B2 (RB2-4) 


he 


To Residence 
1F (R1F-5) 


To Residence 
B2 ({RB2-1) 
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buttons on the south wall until you get 


panel along 


Residence IF (RIF) 


Take the shotgun ammo (RB2-2) 
and go through the door along the 
east wall. 


In (RB2-3), you can kill the shark or 
let him flop around on the ground. 
Make your way to the southwest 
corner of the room and climb on the 
platform. After the little “event,” push 
the panel that’s directly ahead of you 
into the water, and then throw the 
nearby switch. Do not step off the 
platform until the shark is good and 
fried. Take the key labeled “Gallery.” 


and unlock the door. You’re back 
at (RBI-1). 


Go to (RB2-4), climb the ladder, 


Backtrack to (RIF-4) and use the 
“Gallery” key to unlock the door 
along the east wall. However, you 

may want to make a quick stop at 

(RIF-2) first and drop off enough 
items in order to open four slots 

in your item inventory. 


Insecticide Spray 


= 


When you enter (RIF-9), run down 
the north hallway and search the 
corpse. Take the Insecticide Spray 
and quickly exit the room. If any bees 
sting you, check your health status 
because you may have been poisoned. 


Take the Insecticide Spray to (RI F-4) 
and use it on the hole at the north 
end of the hallway (where you found 
the map). 


aa To Residence B1 (RB1-1) 


To Courtyard 

1F (C1F-8) Typewriter/ 
Itembox 

Special Items 


In Residence IF 


Typewriter/ 
ltembox 


Return to (RIF-9) and take the key 
labeled “003.” Use the key to unlock 
the single door along the east wall 
but don’t enter the room. Instead, go 
to the door along the west wall with 
the numerical keypad next to it. 


Enter the following code: 

* Press the middle symbol on the 
top row, and then press “3.” 

* Press the first symbol on the top 
row, and then press “6.” 

* Press the last symbol on the top 
row, and then press “5.” 


V-Jolt 


Once inside (RIF-10), take a look at 

the writing on the wall, and then col- 

lect the four empty bottles scattered 

around the room. Fill the bottles with 

the following chemical combinations: 

* Combine Water and Yellow-6 to 
get UMB7 


« Combine UMB No. 3 and Water 
to get NP-004 


« Combine Yellow-6 and NP-004 to 
get UMB No. 10 


* Combine UMB No. 10 and UMB7 


Take a sample of UMB No. 3 and com- 
bine it with VP-017 and you get V-Jolt. 
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RESIDENT EVIL 


au 
Es 


Take the V-Jolt chemical down to 
(RBI-2) and go through the door 
along the west wall. It’s a long detour, 
but worth the time. When you arrive 
at (RBI-5), use the V-Jolt on the plant 
root. Return to (RIF-9) and open the 
door along the east wall that you un- 
locked earlier. 


1 @ However, before you leave the res- 
j Pi i , My bs si : , 


idence, take the Assault Shotgun, 
some ammo, and the loaded grenade 


Forget about the adjacent room 
launcher. 


(RIF-12), there’s nothing in there. , aS at 
Once inside of (RIF-I1), take the em en oe hi 
document that’s along the east wall. 
Take the Red Book (that best-seller oe ' 
titled Bandage with Blood), put it on | : a> 
the shelf, and arrange the books so ee 
that a woman’s figure runs in order 


across their spines. When you com- After the incident in (RIF-13), take Now it’s time to unlock the remain- 
plete that task, a door is revealed, the Residence Key from the fireplace ing locked rooms in the mansion. 
go through it. along the east wall. 


> cs FAS 
y wr B @ iA 


Medal of Eagle 
MO Disk 
Metal Object 
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RESIDENT 


= Medal of Eagle 
more Hunters in (MIF-12); once 

they're dispatched, go up the stairs 
M2F-5). 


Return to the north wall, go west, You're now in an isolated area of Man- 
and then head south to the switch sion IF (MIF-27). Take the book (Last 
along the south wall. Press the switch, Book Vol. |), examine it in your inven- 


When you reach (CIF-7), have the 
shotgun ready and blow away the two — 
dogs. Also, be weary of the snakes — 


that drop from the sky in the next Go through (M2F-5) and unlock the then immediately spin 180 degrees, tory, and take the Medal of Eagle. 
area (CIF-6). door against the seach: wall in (M2F-8), "un north, and then go back down 

a Ss the corridor with the crushing walls. 
Run to the statue that you pushed 
earlier and push it east and onto the 
square on the floor. 


Hunters 


— 


Press the switch on the pedestal 
along the west wall, and then de- 


. When you arrive at (M2F-21), push 
scend the ladder. 


When you arrive at (MIF-26), take the statue until it’s against the south 
the items; at the next corridor (MIF- wall. Don’t worry about the crushing 
25), equip the grenade launcher. You —_ walls——they won't kill you as long as 


meet a new monster in (MIF-I1)— you keep moving the statue. Enter the small passage that’s revealed 
a Hunter. Use the grenade launcher and go down the hole in the south- 
to put it down. You can tell when a west corner of the room. 


Hunter is dead by the telltale spastic 
convulsions that it exhibits after tak- 
ing a fatal hit. Also, be weary of two 


Mansion 2F (M2F) a . To Mansion 3F (M3F-1) 


—— To Mansion 3F (M3F-2) 


To Mansion 1F (M1F-12) 


e 


To Mansion 1F 
(M1F-14) 


Special Items 
In Mansion 2F 


MW = Medal of Wolf 


YG = Yellow Gemstone 


To Mansion B1 (MB1-3) To Mansion 1F (M1F-27) 
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Mansion Bl (MB}) 


To Mansion 


1F (M1F-3) To Mansion 2F 


(M2F-22) 


Unlock the door against the north 

wall that’s at the end of the long hall- 
way to the west. You're now back at 
(MB1I-3). Before you leave this room, 
be sure to torch any inactive zombies. 


Before you venture any further, make 
a detour to (MIF-15). When you 
reach (MIF-3), the middle door along 
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the north wall is gone—so be ready 
for the Hunter that jumps into the 
hallway as you head east. 


When you reach (MIF-15), make sure 


you have at least four open spaces in 
your inventory, and then take the stair- 
case to (M2F-9). Unlock the door at 
the north half of the hallway that’s 
against the west wall. 


Yellow and Red Gemstones 


Bice a inside 2 (M2F-24), ih die cab- 
inets against the north and south 
walls, and then turn out the lights 
(the switch is by the door along the 
east wall). When the lights are out, 
you can collect two gemstones, but 
not when the eagle statue on the 
west wall is facing you. 


To obtain the Yellow Gemstone, go 
to the southwest corner, hug the 
west wall, run north, climb on the 
cabinet, and take the gemstone. Take 
the Red Gemstone using the same 
technique, but start in the ROrcranass 
corner of the room. 


With both gemstones in your inven- 
tory, return to (MIF-14), and head 


back to (MIF-21). However, be care- 
ful of two Hunters that crash through 


the windows in (MIF-14). 
MO Disk 


When you arrive at (MIF-21) put the 
Yellow Gemstone into the tiger statue 


and take the MO disk; if you insert 
the Red Gemstone, you'll get a very 
nasty surprise. 


From (MIF-21), make your way back 
to (MIF-1) and open the north-most 
door along the east wall. 


EVIL 


_RESIDENT 


From (MIF-28), go through the door 


against the east war ihe door leads 
to (MIF-29). 


Blow away the zombie, and then take 
the Jewelry Box from the shelf along 
the west wall. Enter your inventory 


and combine the Jewelry Box with 


the Red Gemstone. 


When the ese pieces fall off put 


them on the octagonal engraving as 


shown above. 


When you're finished, open the box 
and take the Broach which changes 
into the Emblem Key. 


Backtrack to (MIF-15), and make sure 
you have at least four open slots in 

your inventory (but take both keys). 

Descend the staircase in (MIF-3). 
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When you reach (MBI-3), take the 
elevator in the northeast corner of 
the room to (M2F-22). Take out the 
two zombies, and then enter the 
small room to the west (M2F-23). | 
Take the battery. 


door ind ide v west wall. Got 
the door and you'll find yourself back 
at (M2F-2). Go through (M2F-3)— 
beware of the Hunters—and at 
(M2F-4) descend the staircase and 
go through the door along the north 
wall after the first two flights. 


Metal Object 


_ From (MIF-5), go through 
until you reach (MIF-I . cet 
enter (MIF-30), turn on the light, 
take the Metal } Oviatt 


Time to take care of a little unfinished 
business. Find any itembox, stock up 
on some health items, blue herbs, 
_and if you have over 30 rounds, the 
9mm. pistol and ammo. 


GAMEPRO AUGUST 2002 


your descent. a 


a ¢ your way to (M2F- Il), ascend 
@ stairs, and then go through the 


- door at the east end of the passage. 


“Mansion oo (10H) 


_? Mansion oF 4a 11) 


To Mansion 2F 
(M2F-25) 


Unlock the door against the west — 
_ wall at the south end of the passage — 

(M3F-1). Once inside (M3F-2), collect 
: the _ ote and then follow the 


Look out—it’s the giant snake that 
you fought earlier (see last issue's 
ProStrategy Guide)! After the snake 
makes its grand entrance, run north, 


the ladder and make 


The ladder leads to (M2F-25), the 
final room in the mansion. It’s also 
the battleground for your duel to 

_ the death with the giant snake. 


However, you can easily defeat the 

giant reptile with patience and enough 
9mm rounds. Use the bookcase near 
the south wall for cover and get the 

snake to follow you. When it gets in 

range, fire off a shot, and then run. 

When you're a safe distance away, aim, 
shoot, run, and repeat the pattern. 


Aber the » battle. take the beck (Last 
Book Vol. 2) that falls from the book- 
shelf along the south wall. Examine 


the book in your inventory and take 
the Medal of Wolf. 
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RESIDENT EVIL 


Find any itembox and put the battery 
and green crank in your inventory. 
Your destination is (MI F-26); when 
you arrive there, go through the door 
along the east wall. 


Once you're back at she courtyard 
(CIF-5), go to (CIF-7) and put the 
battery in the slot in the southeast 
corner. Take the nearby elevator 
up to (CIF-5), go to (CIF-6) and 
use the green crank to raise the 
water level. 


Backtrack to (CIF-5), take the eleva- 
tor to (CIF-7), and then descend the 
ladder at the north end of the passage. 


When you reach (CBI-1), go to 
the itembox and take the grenade 
launcher—or another high-caliber 
weapon—and some ammo. Then 
go through the door along the 
east wall. 


RESIDENT EVIL 


cB) {Tomy BE 
Red Crank 


Go through (CBI -3) and through the = out—a big, icky epider! Quickly Go into (CBI-9), and once inside, Return to (CBI-3), and go into the 


door at the south end of the long pump the giant spider full of lead or look for the slot along the east wall recess along the east wall. Examine 
passage. When you arrive at (CBI-4), —_ grenade rounds. Once it’s dead, take where you can insert the red crank. the panel, take the Shaft and combine 
equip a big-bang weapon and walk the Survival Knife and cut the web- However, before you use the crank, it with the Cylinder that you found 
south. After the brief cinema se- bing away from the door along the push the statue against the west wall in (CBI-9). Examine the combined 
quence, take the red crank. How- south wall. to the north so its parallel with the items in your inventory until the Ro- 


ever, when you try and leave the 
room, a Hunter attacks. 


crank slot. man numerals line up. Make a note 
of the four-number sequence. Insert 
the combined items into the panel 
and then input the four-number se- 
quence that you just noted. Examine 
the elevator’s panel when it arrives. 


Cylinder 


| 
| 
; 
H 


| 


Your desta now (CBI-1); In the next area (CBI-8), use the red 

however, be weary of two Hunters crank three times on the slot along us 7 Se 
in (CBI-2). When you reach (CBI- the south wall . After the third crank, Use the red crank on the crank slot 
I), use the red crank on the slot on immediately simultaneously press Up twa times. and then push the statue 
the east wall just past the typewriter and B to avoid another giant boulder. onto the circular emblem until the 
and itembox. Before you exitthe == front of the statue is facing north. 


room, make sure to put some health Once that’s done, push the statue When you arrive at (CB2-1), go 
items and a powerful weapon in your . through the door along the east wall. 
inventory. Once that’s done, go through 
the door along the south wall. 


into the slot along the south wall. 
Take the Cylinder. 


Typewriter/ To Courtyard B2 (CB2-1) 
Itembox 


Courtyard B1 (CB) 


ays neene ee veaberreer say ety sk a RYT 


At (CBI-5), walk toward the boulder 
at the west end of the passage. As you 
walk east, the boulder rolls toward 
you—to avoid instant death, run into 
the north recess where you entered 
the room. After the boulder stops 
rolling, equip a powerful weapon, and 
then go through the door along the 
south wall. 


To Courtyard 1F (C1F-7) 


Special Items 
In Courtyard B1 


RC = Red Crank 
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RESIDENT EVIL 


ae Crews = =& 
Se paren SPF ‘ 
“ ey 


A 4a ™ 
= é ‘ i 


en 
You honestly didn’t think that the Return to (CB2-1)—be careful of Enter (CB2-2) and look for a lever 
monster you encountered back in the monster in (CB2-2)—and descend _ where the passage curves to the 
(C1F-4) would just go away if you ig- — the ladder along the south wall. You south. Pull the lever, and then run 
nored it, did you? Fortunately, you’re should find that your crate has been _to the door against the north wall. 
in a circular room (CB2-2) and the __ safely delivered. Push the crate north = When you reach the door, put the — 
monster moves slowly. Exit the room and then east until it falls into the Broken Flamethrower on the empty 
through the door along the east wall. garbage compactor. Press the flashing —_ rack near the door. Go through 
acai eee , red switch, climb down the ledge, the door. he 
and take the Broken Flamethrower. 


~.* ait, 


Stone Ring 


When you arrive in (CB2-4), take the 
items from the top of the stack of acta Ay ae 
crates, and then push the big wooden _—_ Although the Flamethrower is broken, 
box onto the cargo elevator and press you can use it asa key tounlock the 4, cnake-infested dyater, and take the 
the flashing red button. door that leads to (CB2-4). 


ae 


Jewelry Box at the end of the passage. 
Examine the box in your inventory 
and take the Stone Ring. Climb the 
two successive ladders. 


To Courtyard 1F (C1F-4) | 


Courtyard B2 (CB2) 


From Courtyard B1 (CB1-3) 


Special Items 
In Courtyard 22 


storubat FT = Broken Flamethrower 


SR = _ Stone Ring 


* 
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c on Pe ee RESIDENT EVIL 


Altar Be (AB) 


To Courtyard 1F 
(C1F-9) 


The idea is to get Barry ie) hit the oS Now if you ‘don | 


You're back in (CIF-4). Go to the 


itembox, take the Metal Object and monster with one of his .44 slugs gun, you can add it to your. eng - 
Stone Object, and then combine the when the thing is standing near a — Although it’s ludicrously powerful, it 
two in your inventory and create a ledge so it falls off and clings to can only fire six rounds and cannot 

Stone & Metal Object. Make your the — be reloaded. | 


way back to the Mansion (M1 F-26); 
when you reach (MIF-25), take the 
Metal Object from the north wall. 
Go to (MIF-1). 


While the monster holds on to the : | 
ledge, stand over it and deliver two. stones che ice artithid 8 0 chains 
high-powered rounds, retreatand off the ledge (doing this also e 
repeat the pattern. The shotgun is the fight if you can’t kill th monster), 
an especially effective weapon here. If and then return to the itembox and 
you take any hits from the monster, put the Medal of Eagle and Wolf in 

heal immediately because it can finish — your inventory. Backtrack to (AB2-1). 
you off with two consecutive hits. and take the elevator at the north: 

f end of the passage. 


The monster that you encountered 

in Courtyards BI and B2 is back yet 
again... however, this time it can be 
filled. When you meet up with Barry 
| -1), give aie back his gun. 


When the monster gets close, fire. 
Barry starts firing, too, but make 
sure the monster doesn’t get 

too close because it can knock 
either character off the ledge 
and to their death. Just get 
the monster to chase you 
around, and fire when 
you're a safe distance 
away to keep it 
torn between 


To i osion 1F 
- 1) 


two targets. 
_ Hit the itembox, and then take a 
“weapon, some rounds, and some 
health items. You might also want to ra —s 
save your game. When you're ready, You're almost at the end. This is the 
descend the stairs in (ABI-1), and : end of our ProStrategy Guide. We'll 


then go down the ladder in (ABI -2). leave the rest of the game to you. 
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(Have you heard, who's, 


thingeaesiiaptpass 5 -” 


Foo HUDSON 


po. Bov22270 . : 
Oakland, CA 98623-2710, 


-‘codevault agamepro.com . 


1 : 


IO 


Cheat Mode, Unlock Alternate 
Costumes, and More 


‘ CHEATS 


ay i a 


aA Big F GH! 


crcMN OP QR 


ackspace Done 
DESTOYOURHEAD 


Select 


At the main menu, select Options, then choose Settings, and then select 
At the main menu, select Specials, and at the Specials screen, choose Cheats. | Game. At the game options screen, press LI and RI to change the menu 
Enter any of the following passwords to unlock the corresponding cheat. If backgrounds. 

you entered the code correctly, the Green Goblin will laugh. 


Big Head and Feet: GOESTOYOURHEAD NBA COURTSIDE 2002 


noha mie all levels, fighting controls, movies, he creole training levels Hidden Teams, Invisible Players, and cite 

Enemies Have Big Heads: | JOELSPEANUTS —T/ ain menu. , a 

First Person Mode: UNDERTHEMASK 7 = a eee 

Green Goblin-Type Armor: : FREAKOUT | ' cule 

Matrix Attacks: DODGETHIS | r er 

Next Level Feature at In-Game Menu: ROMITAS nn 

Play as Helicopter Pilot: CAPTAINSTACEY . Create A Pla 

Play as Mary Jane: GIRLNEXTDOOR Update Rostalll 

Play as Police Officer: REALHERO | 

Play as Scientist: SERUM At the Main Menu, select Skills Mode. When the Skills Mode menu appears, 
Play as Shocker: HERMANSCHULT2 simultaneously press and hold X and Y, and then simultaneously 
Play as Thug One: KNUCKLES press Up on the Control Stick and Down on the C Stick. If done 
Play as Thug Two: STICKYRICE correctly, you will hear a sound and the Controller Stress Option will appear. 
Play as Thug Three: : THUGSRUS Select Controller Stress Test, and at the Controller Stress Test screen, enter 
Super Coolant: CHILLOUT the following codes to unlock the corresponding cheats. If you entered the 
TinyMode: 0 SPIDERBYTE code correctly, the name of the cheat will appear onscreen. 

Unlimited Webbing: ORGANICWEBBING 


?: Press Left, Right, Left, Right, Y, Y, Up. 


Unlock Alternate Costumes: Start a new game at Super Hero difficulty, and Rwy Toure Press Lote Right, Bete, Richt ¥.¥% Lett 


after completing the first level (Search for Justice), save the game. Then enable 
Cheat Mode, return to the Specials screen, and select Level Warp. Choose Big Hands: Press Left, Right, Left, Right, X, Y, Down. 
Conclusion, and you can view the game's ending cinema. After the credits, Big Heads: Press Left, Right, Left, Right, X, Y, Right. 
return to the Specials screen, and select 
Secret Store. Alternate 
Peter Parker, Alex Ross, 


Free Throws: Press Left, Right, Left, Right, Y, X, Down. 
Hidden Teams: Press Left, Right, Left, Right, X, X, X, Right. 
Home Team: Press Left, Right, Left, Right, Y, Y, Right. 
Invisible Players: Press Left, Right, Left, Right, Y, X, Right. 
Little Guys: Press Left, Right, Left, Right, X, Y, Left. 
Little Heads: Press Left, Right, Left, Right, X, Y, Up. 


and Green Goblin costumes 
will now be available. 


Fabian Solis—Taos, N.M. 
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At the title screen, enter the following codes to unlock these cheats. If you 


entered the code correctly, the name of the cheat will appear onscreen. 
All Alternate Teams: Press X, Y, Down, Down, Down, Down. 
All Iltems—Angus: Press Left, X, Right, X, Up. 

All ltems—Arsenault: Press Left, Y, Up, Y, Down. 

All |tems—Boomer: Press Left, Y, Left, X, Up. 

All ltems—Dante: Press Left, X, Right, Y, Left. 

All ltems—Djimon: Press Left, Y, Down, Y, Up. 

All ltems—Duke: Press Left, Y, Up, X, Right. 

All Iltems—El Diablo: Press Left, X, Right, X, Down. 

All items—Half-Pint: Press Left, Y, Up, X, Up. 

All ltems—Kahuna: Press Left, Y, Right, Y, Right. 

All Items-Kiril: Press Left, Y, Up, X, Left. 

All ltems—Lola: Press Left, X, Left, Y, Down. 

All ltems—Madiera: Press Left, Y, Down, X, Up. 


ae.) 


All Items—Nova: Press Left, Y, Down, Y, Right. 

All Items—Raine: Press Left, X, Up, X, Up. 

All Items—Rico: Press Left, X, Right, X, Right. 

All ltems—Rumiko: Press Left, Y, Left, Y, Up. 

All ltems—Zari: Press Left, Y, Left, Y, Right. 

All Player Items: Press Left, X, Left, X, Left. 

All Stadiums: Press R, R, Right, Right, Up, Up, Up, Up, Up, X, X. 


Alternate Team—El Fuego: Press X, X, Down, Down, Right, Left. 


ee ee ORT 


Alternate Team-Spirit: Press Y, Y, Down, Down, Left, Right. 
Alternate Team—Subzero: Press Y, Y, Down, Right, Left, Up. 
Alternate Team—Toxic: Press Y, X, Down, Down, Up, Up. 
Alternate Team—Tsunami: Press X, Y, Down, Up, Right, Left. 
Alternate Team—Volta: Press Y, X, Down, Up, Down, Up. 
Stadium—Alpen Castle: Press Up, Up, Up, Down, X, X. 
Stadium—Jungle: Press Up, Down, Left, Right, X, Y. 
Stadium—Jungle Canopy: Press L, R, Up, Down, Left, Right, X, Y. 
Stadium—Pacific Atoll: Press Up, Up, Left, Left, Y, Y. 
Stadium—Reactor Core: Press Up, Left, Left, Right, X, Y. 
Stadium-—Riviera Ruins: Press Up, Down, Down, Right, Y, X. 
Stadium—Tribal Oasis: Press R, L, Up, Up, Down, Down, X, X. 
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— Main Menu 


“Single Event 


Your head axnands 


At the Main Menu, enter the following codes to unlock these cheats. If you 
entered the code correctly, a message will appear onscreen. 


Big Heads: Press B, X, R, L, Right. 

Bouncy Bike: Press Up, Up, Y, Y, X, X. 

Infinite Turbo: Press Down, Down, Down, L, R, Z. 
Low Gravity: Press Left, Right, Up, Down, B, B, B. 
Tag Mode: Press Z, X, Z, X. 

Tiny Mode: Press L, Z, Left, Right, B, B. 


RALLISPORT CHALLENGE 


Unlock Classic Cars and Expert Cars, and More 


CALLS PORT 


HALLE NGa 


Oe 


\ WALLIS PORT 


CHALLE NGS 


Enter pratilo name Single Race - Selena Car 


pitt’ 
A Select & Back 4 Select @ Back 


At the main menu, choose Start Game, and at the Select Profile screen, se- 
lect Create new profile. At the Create Profile screen, enter the following - 
names to unlock the corresponding set of cars. If you entered the name cor- : 
rectly, the unlocked cars will be available at the Select Car screen. 


Note: Passwords are case-sensitive. a 


TheGoodstuff 7 
WheelTowheel 


Classic Cars: 
Expert Cars: 


AL LASPORT Alot» POReT 
LvHALL aN ae L<naAtLlenaw# 


Ena 


p ce egair < 
4 Select ® Back 4 Soiect @ Back 


Note: Passwords are case-sensitive. 

Unlock Deer Park GP Track: At the Select Profile screen, choose Create 
New Profile, and at the Create Profile screen, enter TheLongHaul as a 
name. Select Single Race or Time Attack, and at the Race Type screen, choose 
Rallycross. If you entered the code correctly, the Deer Park GP track will 
be unlocked. 


Unlock Downhill Tracks: At the Select Profile screen, choose Create New 
Profile, and at the Create Profile screen, enter Geronimo as a name. Select 
Single Race or Time Attack, and at the Race Type screen, choose Hill Climb. 
If you entered the code correctly, the downhill-race tracks will be unlocked. 
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NBA INSIDE DRIVE 2002 


Beach Ball, Easy Alley Oops, and More 


 SPIKEIT CODE ACCEPTED 


8 C 
K i Cancel 


A Valley Gall Activated. 
J 

> 7 u z Delete 

j 

j 


To deactivate this cheat. re-enter: the same code 


2.9 4 §. 6." f Shift 
j*<¢» ee Space 


f) Sciect €@ Oeiote I Shitt @ Back 


At the Main Menu, select Options, and at the Options menu, choose Codes. At 
the code entry screen, enter the following codes to unlock the corresponding 
cheats. If you entered the code correctly, the name of the cheat will appear. 


8-Ball: GAMEOVER 

Accept All Trades: GIMMETHAT 

Beach Ball: SANDINMYSHORTS 
Easy Alley Oops: IGOTHOPS 

Easy Three Pointers: THREE4ALL 

Volley Ball: SPIKEIT 
Unlock Cars and Tracks 

HS eS 


ACCELERATION. vee 
MAX SPEED +e 


GS 29d 


¢ @ 


HAMOLING oeede 


Slpkebeinieleie) pleoicieich sate) 


At the Main Menu, select Top Secret Cars, and at the Password Entry screen, 
enter the following codes to unlock the corresponding cars. If you entered 
the code correctly, a message will appear onscreen. 


Game Stop Car: 07913 


Boss and Level Passwords 
PASSWORD 


At the main menu, select Password, and at the Password screen, enter any 
of the following passwords to unlock the corresponding boss or level. If you 
entered the code correctly, you will automatically go to that level. 


Boss 2: PPTDDLS18J26 


Boss 4: TFOFNLOH8J2R 
Level 4: JTRFNLKH8J3V 
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ESPN NBA 2NIGHT 2002 


Invisible Players, No Overhead Lights, and More 


GAME SETTINGS 

RULE SETTINGS 
CONTROLLER SETTINGS 
CAMERA SETTINGS 


SOUND SETTINGS 
oRHEAT 

SAVE SETTINGS 

LOAG SETTINGS 


Pst ms 


T/EHELD  GOSHECT muy: HELP 


@ Rack 


ABILITY BONUS ON 


SEN) GCANCH O85 Input Saxe Tae ae 
At the Main Menu, press Start to bring up the Sub Menu. Select Options, 

and at the Options Menu, choose Cheat. At the Input screen, enter any of 

the following codes to unlock these cheats. If you entered the code correctly, 
the name of the cheat will appear on the screen. 


Note: Passwords are case-sensitive. 


Better Performance: ABLILITYBONUS 

Big Feet: BIGFOOT 

Big Heads: BIGHEAD . 
Easy Dunks: DUNKERS 

Flat Players: PANCAKE 


Invisible Players: INVISIBLE 


No Overhead Lights: DARKNESS 


No Spectators: NOSPECTATOR 


Small Players: 


MINIMINI 


Extra Life, Low Gravity and More 


“OU HAVE UNLOCKED: 
FROST DENTER 


Pause the game, and then enter the following codes to unlock these cheats. 
If you entered the code correctly, the name of the cheat will appear. 


Double Ammo: Press L, R, R, R, L, L, R, R, L, L, L, L, R, L, L, R. 
Extra Life: Press L, L, R, R, L, R, L, L, L, R, L, L, R, R, L, L. 

Fast Dexter: Press L, R, R, R, R, L, R, L, R, R, L, L, R, L, R, R. 

Fast Opponents: Press L, R, R, R, R, R, L, L, L, L, R, R, R, R, L, L. 
Less Damage: Press L, R, R, R, R, L, L, L, R, L, L, L, L, L, L, R. 
Low Gravity: Press L, L, R, R, R, R, R, R, L, L, R, R, L, L, L, R. 
Reverse Controls: Press L, R, R, R, R, R, R, L, R, L, L, R, R, L, L, L. 
Slippery Floor: Press L, L, R, R, R, L, R, R, R, L, L, R, R, L, L, R. 
Strong Enemies: Press L, L, R, R, R, R, L, R, R, R, L, L, L, L, L, L. 
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r, ike and Ju ec 
~ Friday night 8:11 
fter the Game 


‘hy, 


Nature's CureTwo-Part | 
Acne Treatment System 
rksINSIDEand 
UTSIDEtoclearand | 
preventacne, 


l-naturaltablets 
top acne where ~ 


read 


tid of the 


- Bball 


All Boards and Tracks for 
Ingemar Backman and Shaun White 


STAR WARS ROGUE LEADER: ROGUE souADRON II (( 


Revenge on Yavin Level, Unlimited Lives, and More 


PASSCODES PASSCODES 


BUSTOPRe 


Password inPut 
28L ONO! DRAM ZK] 


_— -_ 


e 
a» 
— 


ae 


<a a = 


4{S)SELECT @accerpt ®Back 4c + “> {PSELECT @accept ®sack 
At the main menu, choose Password, and at the Password input screen, enter 


the following passwords to unlock all boards and tracks for the corresponding 


snowboarder. If you entered the code correctly, you will automatically return 
to the main menu. 


*kmarn 


Cc: 


| Shaun Whit 


aX Z 
Ba hy | 1 


Revenge on Yavin Level: At the main menu, select Options, and at the Op- 

tions screen, choose Passcodes. At the Passcodes screen, enter OGGRWPDG, 
and then select Enter Code. Then, enter EEKEEK! as a passcode, and then 

select Enter Code. If you entered the code correctly, R2D2 will chirp. 


Level Passwords 


Unlimited Lives: At the main menu, select Options, and at the Options screen, 
choose Passcodes. At the Passcodes screen, enter JPVI?IJC, and then 

select Enter Code. Then, enter RSBFNRL as a passcode, and then select 
Enter Code. If you entered the code correctly, R2D2 will chirp. 


At the main menu, select Continue, and then enter following passwords at the — Unlock Endurance Level: At the main menu, select Options, and at the Op- 


password entry screen to unlock these levels. If you entered the password tions screen, choose Passcodes. At the Passcodes screen, enter ?WCYBRTC 
correctly, you will automatically go to that level. as a passcode, and then select Enter Code. Then enter ??MBC??? as a 
ee passcode, and then select Enter Code. If you entered the code correctly, 


Level 3: R2D2 will chirp. 


PASSCODES 


Leal B 


K 
; 


(i 


Level 7: 


PARAPPA THE RAPPER 


Go Directly to Song and Ninja Star Mode 


if 
1ot 
a 
ATTACK 


SELECT CRAFT 


ras @ row 


PLee 


TIE ADVANCED 


mn 3 : t : = 
SECONDARY WEAPON ;) CLUSTER MISSALES "a * 
a>® own tame ae Se. 


Go Directly to Song: At the stage select screen, simultaneously press and ay ee 

hold LI and L2, and then select a stage. Continue to hold the buttons until — Unlock Imperial Shuttle: At the main menu, select Options, and at the Options 
the stage loads, and if done correctly, you'll go directly to the screen, choose Passcodes. At the Passcodes screen, enter AJHH! ? JY, and 

song of that stage. then select Enter Code. Then, enter BUSTOUR as a passcode, and then select 
Enter Code. If you entered the code correctly, R2D2 will chirp. 


Ninja Star Mode: At the stage select screen, simultane- 
ously press and hold RI and R2, and then select 
a stage. Continue to hold the buttons 


Unlock TIE Advanced: At the main menu, select Options, and at the Options 
screen, choose Passcodes. At the Passcodes screen, enter NYM! UUOK as a 

passcode, and then select Enter Code. Then enter BLKHLMT! as a passcode, 
and then select Enter Code. If you entered the code correctly, R2D2 will chirp. 


until the stage loads, and if done cor- 
rectly, the button icons will be replaced 
by ninja stars. 
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At the main menu, select Enter Bacar, snl at Lite Fitter Password screen, 
enter the following passwords to unlock the corresponding levels. If you 
entered the code correctly, you will hear cheering and “Correct” will appear 
onscreen. 


GJJBHKGBHF 
GSBBHKGBHF 


QKNLRTQLRP 


QBGLRTQLRP 
GLSBHKGBHF 


GBLBHKGBHF 


Level 3-5 QLDLRTOLRP 
Level 4-2 LMLRMPLOMT 
Level 4-4 BDDHCFBGCK 

p Level 5-| LPQRMPLOMT 

| ZE QKMMRTOLRP 

3 Level 5-3 BFJHCFBGCK 

a be gibt csirteacs Ue Mea sach 

. Level 5-5: LOBRMPLOMT 


Unlock Saliva: The Spy Hunter Theme FMV 


MISSION 1 


GALIVA: THE SPY HUNTER THEME 


ABCC BEF GH I STKLMNO 

PQ@QRBTUVWRKY Zt \ 7? - 

1a2aaesesavagnc* #@ 
BACK 


Start a new game, and at the Profile Menu, enter GUNN as your agent name. 


If you entered the code correctly, the name you entered will disappear. Then, 


enter any name you wish, and at the Main Menu, select System Options. At 
* ___ the System Options screen, choose Extras, and then at the Extras screen, 
© select Movie Player, and you’ll be able to view the Saliva: The Spy Hunter 
| Theme FMV. 
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BIREC TIONAL Bet A bay 


A) OACK §=(O) NEW PROFILE 


At the Main Menu, choose Load/Save, and at the Load/Save screen, select 3 
Create/Load Profile. At the Load Profile screen, press CL] to create a new | 


profile. Enter BIGTANK as a profile name, and then save your profile. Return q 
to the Main Menu, start a game, and all teams and stadiums will be available. 
Disable Tree Collisions, Major Spins, and More 
Me back, @ Sie 
At the Main Menu, choose Options, and at the Options Menu, select Cheats. 
At the Enter a Cheat Code screen, enter any of the following codes to unlock 
the corresponding cheat. If you entered the code correctly, you'll hear a sound. 
Note: Passwords are case-sensitive. 
Bouncy Terrain: MegabOUnce 
Disable Tree Collisions: buzzSaw 
Major Spins: WhirlyGig 
Sim Boarder Mode: KeepnReal 
Unlock Cycle Minigame 
Press -the START button F 
@ 2002 Sony Computer Entertainment inc 3 
Published under license by Eidos Intefactive, Inc. 2002 : 
At the title screen, press and hold L2, and then rotate the right analog a 
stick 30 times. If done correctly, you'll hear a chime and automatically goto —@ 


the cycle minigame. 
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€ yourself to travel and never be bored. 
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your GAMECUBE a he e beach, 
Com your GAMECUBE out to eat. 
y your GAMECUBE here youre roam, 
And I@QVE your TV back at home! 


Mobile. Monitor” | | 
oo " Color Lcd Screen for GAMECUBE. = 


‘Mobile Power oe oe 


Portable Battery for GAMECUBE. : 
and Mobile Monitor — 


: “Also look for Mobile Monitor 5. 4" cD Screen and d Mobile | Power One™ | 
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Unlock All Missions in Various Play Modes 
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All Challenge Mode Missions Are "and then press L, 
LI, A, O, O, UO, A, O. If you entered the code correctly, the screen will briefly darken and all Challenge 
missions will be unlocked. 


All Checkpoint Missions Are Unlocked: At the main menu, highlight “Checkpoint” and then press O, U, 
A, U, A, O, A, O, O. If you entered the code correctly, the screen will briefly darken and all Checkpoint 
missions will be unlocked. 


All Destructor Missions Are Unlocked: At the main menu, highlight “Destructor” and then press A, O, O, 
A, U, U, A, O, O, O. If you entered the code correctly, the screen will briefly darken and all Destructor 
missions will be unlocked. 


All Free Ride Missions Are Unlocked: At the main menu highlight “Free Ride” and then press (1, A, 0, O, 
O, O, A, O. If you entered the code correctly, the screen will briefly darken and all Free Ride missions will 
be unlocked. 


All Italian Job Missions Are Unlocked: At the main menu, highlight “The Italian Job” and then press O, O, 
A, U, U1. If you entered the code correctly, the screen will briefly darken and all London, Turlin, and Alps 
missions will be unlocked. 


Level Passwords 
Enter Password 


Gesgeo 


At the main menu, select Password, and at the Enter Password screen, enter the following passwords to 
unlock the corresponding levels. If you entered the password correctly, the unlocked level will be available at 
the Select Level screen. 


Level 2: PBBQBB 
Level 3: QBCQBB 
Level 4: SBFQBB 
Level 5: DBKQBB 
Level 6: NBTQBB 
Level 7: PCTQBB 
Level 8: RFTQBB 
Level 9: CKTQBB 
Level 10: MTTOBB 
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During a game, enter the Shrine, and then enter any of the following names 
to unlock the corresponding monster. If you entered the name correctly, the 
unlocked monster will be available. 


Note: Passwords are case-sensitive. 


Marine Mew: jeds 


e and Unlock FMV Sequences 


COL0S® = 765 


HUNTER MISSION 1 


OaGery MISSION 1 
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Classic Spy Hunter Game: Start a new game, and at the Profile Menu, enter 
OGSPY as your agent name. If you entered the code correctly, the original 
Spy Hunter game will start. 


Unlock FMV Sequences: Start a new game, and at the Profile Menu, enter 
any of the following codes as your agent name to unlock the corresponding 
FMV sequence. If you entered the code correctly, the name you entered will 
disappear. Then enter any name you wish, and at the Main Menu, select 
System Options. At the System Options screen, choose Extras, and then 
at the Extras screen, select Movie Player, and you'll be able to view the 
unlocked FMV sequence. 
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Tazer: Press Left, Right, Down, LI, ©. 
Tear Gas: Press Left, Right, Down, 


GRAND THEFT AUTO Ill 


Clear Weather, Speed Up Time, and More 


During a game, enter the following codes to unlock these cheats. If you entered 
it correctly, you'll hear a sound and the name of the cheat will appear onscreen. 


Alternate Costumes: Press Right, Down, Left, Up, LI, L2, Up, Left, 
Down, Right. 


Clear Weather: Press LI, L2, RI, R2, R2, Rl, L2, A. 


Higher Wanted Level: Press R2, R2, LI, R2, Left, Right, Left, Right, 
Left, Right. 


Improved Car Handling: Press RI, LI, R2, LI, 
Left, RI, Rl, A. 

Note: To activate the Improved Car Handling cheat, press 
R3 or L3 to jump while driving. 

Lower Wanted Level: Press R2, R2, LI, R2, 
Up, Down, Up, Down, Up, Down. 


Speed Up Time: Press ©, ©, O, U, 
ELL Ce bls ee ee 
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STATE OF EMERGENCY 


Unlock Weapons 

During a game, enter any of the following 
codes to unlock the corresponding weapon. 

If you entered the code correctly, you'll auto- 
matically be armed with the unlocked weapon. 


AK47: Press Left, Right, Down, R2, A. 


‘ 


Flame Thrower: Press Left, Right, Down, 
RI, ©. 


Grenade: Press Left, Right, Down, R2, U. 


Grenade Launcher: Press Left, Right, Down, RI, . 


M16: Press Left, Right, Down, R2, ©. 
Minigun: Press Left, Right, Down, RI, A. 
Molotov Cocktail: Press Left, Right, Down, R2, x. 


Pepper Spray: Press Left, Right, Down, LI, U. 
Pistol: Press Left, Right, Down, LI, A. 


Rocket Launcher: Press Left, Right, Down, 
Ri, x. A 


Shotgun: Press Left, Right, Down, 
LZ, £5. 


Ly. M. 
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